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REGULAR CASSETTE BARGAINS FROM PAGE 6 


You know that these cassettes can work out at only 95p each 
but now you have OVER 40 TO CHOOSE FROM - check the 
Accessory Shop pages in this issue and mix ‘n’ match from 
this page and the price can be as low as 95p each! 




TRANSMITTER 

A new kind of weapon. This so-fl arcade game 
features excellent smooth scrolling. Incredible 
terrain, vector graphics sections and subterra¬ 
nean caverns. Fast reactions and a cool nerve are 
p necessity. Music by David Whittaker 


PROTECTOR 

Assigned lo Fort Rucker, the US Army Helicopter 

Training School based In the Nevada desert, your aim 

IS 1 0 been me the beat chopper pilot (his side ol the 

Iron curtain. A real Protector! Your mission consists 
of a strategic battle Ol wils between yourself and 
either another pi lot or a computer controlled RPV 

REVENGE II 

The Mutated 9-D foot high, laser spitting death 
camels have rebelled against their captors the 
Zzyaxians and are out tor revenge! All action, 
highly graphical shaat-em-Up from Jeff Winter 





KIKSTART 

The ultimate of 1-road motorbike scramble simula¬ 
tor. Guide your rider carefully over the obslaelee 

In this all action simulator for 1 player against the 
computer or 2 players against eHch other as wall 
as the clock 

- 

ROGUE , 

You are the ROGUE. Your mission Is to search 
the Dungeons of Doom for the Amulet of Yendor. 
in the dungeons you will find many things lo aid 
the quest far the Amulet. You will also encounter' 
fearsome monsters and fiendish traps that will 
challenge all your skills 

DESPATCH RIDER ' 

Join the growing bend Of alreel demons - those 

Tearless herders who lenity the population of the big 

Cities to get the parcels through. Plan your moves lo 
make soma money, bdl don'i take loo long - time is 
always short. Gain an instant macho rating and be a 
despatch rider with this all action simulation 
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What can we say? A great darts challenge. Eight 
opponents, digitised speech, two player option- 
live joystick control, hill match play scoring, a 
sense of humour, superb playability, this one has 

It all! 


UNIVERSAL HERO 

Only seven seconds left to save the planetf Universal 
Hero has to save his Shin and everybody else s by 
finding bits to repair a shuttle to get to a planet to 
pick up the Spares to mend a spacB freighter which is 
out of conlrol and about to blow Tlim and hla chances 

Of getting back to earth to atoms. 

INVASION 

Mobilize your units and proper? for battle- TTiis all 
action space conflict requires skill, strategy and 
tactics, You must destroy the weather control 
station In order to win the battle but every move 
you make the enemy will counter, and they're 
waiting for you to make just one fatal slip up 





SIDEWINDER II 

It is 2 ? years since the final battle of the war with 
the aliens. 27 years of peace have reigned In die 
Western Spiral Arm of the Galaxy. Alt this is 
about to change. Step aboard your graft and pre¬ 
pare to defend mankind in this all action space 
blast 


HENRY'S HOUSE 

Little Hannf hps shrunk. He must navigate his way through 
the royal household to find the cure. Avoiding all the 
obstacle* In hla path, from terrible tooihbruahc*. through 
pestiferous parrots and chela chasing chickens, to n final 
encounter with the vicious vampire! Acknowledged by ah 
reviewers as one or the best Atari gomes pi all time 

LOS ANGELES SWAT 

Special Assignment. Rescue die hostages from 
the terrorist gangs holding cut In West L.A. Clean 
up ihe streets. Blow away the bad guys and be a 
hero on network T.V.I Fail and you won’t be 
com,In g back to watch It, All action joystick bend¬ 
ing combat for those with the skill to survive! 




GHOSTBUSTERS 

Has anybody seen a ghost? Metier of fact yes 
they have! At this very moment hundreds of 
ghosts are making their way to the infamous 
spook central. Only you can save the world from 
a disaster of biblical proportions, So go end show 
L em how you do H! 


BOMB FUSION 

A terrorist qang has planted bombs throughout 
the Sallerscale Nuclear Processing Plantand you, 
as ex super hero (ex after the Boris Affair^ have 
to go lb end save the plant and possibly the 

Nartherrt Hemisphere from destruction 

SPEED ZONE 

Enter the Speedione in a frantic defence against 
marauding alters forces. A survey ship sent Into 
the area comes under attack. As an enemy vessel 
draws closer your “STARFIRE" class attack erafl 
is launched 





NINJA 

Blasts the bell olf all other mertiai arts games! 
That's all it says on the inlay 1 Someone sure 
reckons this Is the best punching, kicking, duck- 
inq and diving gams around 


MILK RACE 

Cycling 1,000 miles Is no mean feat-and you 
could end up feeling pretty Exhausted by the lime 
you've linlshed playing this superb race simula¬ 
tion designed especially in conjunction with the 

Milk Race 

FEUD 

To win at Feud you must J out-spell" your rival 

Wizard Leanorlc. In Kleke's herb gar sen you will 
find ihe ingredients for your spells but tread care- 
( fully as strange things can happen In Ihls game 
of magic and mystery 


ROCKFORD 

The only true arcade version ol the classic game 
Bpulderdash. There are four levels on each of five 
different worlds with four screens on each level, 
tt all adds up to eighty totally different playing 
screens. 

INCLUDES FREE GAME - CRYSTAL RAIDER 


GUN LAW 

Four months of bloody alien attacks have taken (heir 
loll ■ all the surviving inhabitants have fled and arson 
attacks have been made on your weapon stores, they 
destroyed what you could not carry away. You arc leH 

10 light alone again Et ruthless and bloodthirsty killers 
with just a Single machine gun 

PANTHER 1 

Save the lest humans on Xenon before the alien 
hordes turn them Into Sunday noasll Take your 
ground attack Chip through this 3D scrolling 
megs shoot-em-up with great graphics and unbe¬ 
lievable soundtrack 


Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 ■ any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

Alt prices are inclusive of postage 


CHECK THE ACCESSORY SHOP PAGES FOR MANY MORE BARGAINS 


USE THE ORDER FORM ENCLOSED OR PHONE YOUR ORDER TO PAGE 6 AT 0785 213928 
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SUBSCRIPTIONS 

Annual subscription rates (6 issues) 

UK £15.00 

Europe (Air Mail) £17.00 
Elsewhere (Surface) £17.00 
Elsewhere (Air Mail) £23.00 

Over&saa rates, ivMwt Ohly 1h* d fronencH in jkj&IhJ costa 

NEW ATARI USER ON DISK 

A disk containing all of the 8-blt programs 
from each issue of NEW ATARI USER la 
available either separately or on subcrip- 
tion. Single price £2.95 per disk, Subscrip¬ 
tion rates (6 issues) 


UK £25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air} £42.00 


Please make cheques payable to PAGE G 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE fi welcomes and encourages its readers to 
submit, articles, programs and reviews for puWi- 
cation, Programs must He submitted on disk pr 
cassette, articles should wherever possible be 
submitted as tent files on disk We seek lo en¬ 
courage your participation and do not have strip! 
rules for submissions, ir something interests you, 
write a program or article and submit ft! 

All original articles, programs and other material 
in NEW ATARI USER is copyright pf the author 
as credited. All unpredited material is copyright 
PAGE 6. Unless containing the by-line 'Alt Rights 
Reserved' any material in NEW ATARI USER 
may be reproduced 1 by User Groups and olhar 
non-profit making organisations provided thal the 
aulhor's name is included and PAGE 6 is credited 
as the original publisher. Permission to publish 
elsewhere shouJd be obtained from PAGE 6 or 
the author. Editors of newsletters reproducing 
material are requested to send a copy of the 
relevant tssue lo the Editorial address of PAGE 
$. Whilst we fake whatever steps wa can to 
ensure the accuracy of articles and programs and 
the contents of advertisEments, PAGE 6 cannot 
t>e held liable for any errors or claims made try 
advertisers, 

ATARI (TM) is a registered trademark of ATARI 
CQRP. AH references should be so noted. 
NEW ATARI USER is an Independent publication 
and has no conneclrem with Atari or with any dher 
company or publisher. 


The next Issue of 
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Editorial copy date is 18th. October 
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THE CREDITS 

Alt of the usual staff is on page 3 but here arc 
the people who m ade t his Issue possibic. 

Les EJIin.gh.am is now beginning Lu regret 
ever thinking up LhiSi tittle game as iCa getting 
harder and tiaxder to think of anything Ori¬ 
ginal to say so it looks like he might top out 
tills time! 


Sandy and Paulette a I ill tarry Ori as good as 
ever |see a real cop out!] 


Remember Stacey'? Well, she is now a proud 
mum with a baby boy born oil the Si si Au¬ 
gust who might be called Jonathon but then 
again might not. Can this really be the same 
Stacey who joined us in her first step into the 
wide world what seems like only a couple of 
years ago? 


The Regular Contributors, who provide the 
backbone of the magazine and can generally 
be relied upon to come up with good articles 
and reviews, are 


John S Davison 
John Sweeney 
Damon Howarth 
Allan J. Palmer 


Stuart Murray 
Paul Rixon 
lan. FLnlayson 
Tbe Tipster 


All other contributors for this issue arc Indi¬ 
vidually credited alongside their articles or 
programs. Thanks to everybody for sharing 
their enthusiasm with other A lari users. 


/ jfnt seme more CD's this time - weii 

it tons my birthday back" in August! The netc 
release was JMS /A,V which took a hit of 
iisienrnjj to hefore it finally become a goad one 
but then It musi be u dozen or more yeors 
since she fast recorded. The other birthday 
bounties were Afelf Young's Unplugged [a 
ucunt from iuSi time,) Luhich Is excellent and 
shouts horn great the man n?a!iy is, plus a 
caupte/rari ihe fncredibfe String Bond, oldies 
of course but stiff incredibly listenable. I htiue 
to admit to being a tittle surprised at horn foray 
these ftaue been spinning this time round os I 
really only bad them for completeness. Mind 
you the I.SIJ must boeo mode uri impression 
otherwise buLtn would i remember ail the 
toords fo songs on an arbunt tohlch f ar(c?lna% 
bought in lihiti! 

The neat issue of MEW ATARI USER could 
feature YOUR article or program, 
so SEND IT IN NOW1 


P.AGP 6 sham just uliaf you crcu do with jour Atari, NEW 
A TARI USER htx always, 4ttn trailed entirely with Atari 
equipment, initially rut fhr XI. hut mitre lastly with a Alega 
ST and other stuff who needs PC's or Maes! With the 
exception 4 if rH* final output on a Linotton and the use of an 
in-haute reprtt camera far the photos iiriu! listings everything 

is done *wf (he ST, Hardware includes it Mega STT {'upgraded 
to 4hi by, &M12S Monitor* Sap to 30Mb Hard Disk, an Atari 
l.oser Printer, Citizen 12J13 printer, Philip.i CMKii.tJ numiii/r , 
UOXE. XPSSI disk drive, m disk drive, RSQ interface, NEC 
Hi1I2J printer. RrertLipaS SCrfti care Used is Protest and Fleet 
Street Publisher i.tt. Other tn/lware include* Kermis , I'ari- 
Talk, Turbo Basie and various custom written programs on 
she XLfXE. Aittdes and programs submitted on XLlXE disks 

are •subjected Iff variant, custom written programs before 

being transferred across ta the ST rid TARJTALK, AH major 
editing is done with Ptuteu attd pages ate laid out with Pie et 

Street Publisher. .4 disk tvilh the finished pages us Postscript 
.fries is sent to a typesetting bureau to frr output on a Linotron 
anil, hey presto, finished pages are sent back exactly as you 
ree them. It really dttvs work! Ail that is left is Itr drop in the 
listings and photos, 

Well, it's not quite as easy att that but j-tcjn git the ideat 


ScUt&Ual 


DID YOU 

MAKE THE COMMITMENT? 


Well, many of you did and we are most grateful to you for your support but don't let it 
fall off we wanl to keep this magazine going for many more years yet. If you didn't 
commit yourself last issue (and we certainly didn’t reach that target of two PD disks per 
issue) there is still time to make the commitment and, this issue, there is a farther 
choice of software - check out the Accessory Shop pages right away- 
If you are one of those people afraid of commitment, don't worry, because there really 
is no commitment as such, this is just our way of letting you know that we need your 
support in as many ways as possible to keep the Atari Classic alive, Remember what 
happened to ANTIC and ANALOG magazines when the going got tough? And that was 
before the recession! New Atari User is already the longest established Atari magazine, 
let's go for the Guinness Book of Records! 


ONE READER’S SUPPORT 


For some time I have been meaning to mention the support that Mark Stinson has 
been giving us promotion wise in recent months but there has not been room to 
squeeze it in. Now we are able to publish a letter from Mark which sets out quite 
eloquently why he believes that a little effort will reap rewards. Read his letter in 
Mailbag Extra on page 16. 


LATE AGAIN! 


One or two of you have complained about the last two issues being late and it looks like 
this one might not make the intended publication date either, Sorry about that but we 
got a bit off schedule a few issues ago and cant seem to catch up! in the days when 
wo were on sale through the newsagents we had to meet deadlines and there were 
many, many occasions when l sat up right through the night to meet the deadline, Quite 
frankly, that pressure is off now and the fear of the heart attack in the wee small hours 
has diminished! Remember too, that in the good old days, we had a couple of fall time 
staff to do some of the other jobs that just have to be done, So, apologies for the delays 
but as they say 'better late than never'. 


•CXlmcjilam 


REMEMBER TO MAKE THAT COMMITMENT 
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THE ALL MICRO SHOW 




BINGLEY HALL 
STAFFORD 


10.00 am 


4.00 pm 


Saturday 13 November 1993 


and 

RADIO RALLY 


* All Formats Supported including - * Atari ST * Commodore Amiga * 

* IBM PC * Atari 8 Bit * Games Machines * etc etc * 

* Computers * Accessories * Electronic Components * TV & Video * Books ★ 

* Cables ★ Monitors * Software * Radio * Media * Disks * Printers * 

* Joysticks * Keyboards * Mice * Paper * Labels * etc etc * 

* Bargains galore for the Electronic & Computer Enthusiast * 

* Huge Electronic and Computer Bring & Buy Sale ★ 

AA SIGNPOSTED FROM J14 OFM6MOTORWAY 

Avoid the queue and receive a free show catalogue (cost £1) with FREE DRAW and the chance of winning 
some super prizes - including JETSETTER6 with every advance ticket ordered from the organisers 

Sharward Services, Upland Centre, 2 Upland Road, Ipswich, Suffolk IP4 5BT 
Telephone - 0473 272002 Fax - 0473 272008 

* ADULT £2 * CHILD £1 * 
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rmjust back from holiday and the 
deadline for the column is 
approaching , so without farther 
ado 


Allan J Palmer 
sits in the hot seat 
at the sorting office 
awaiting your 
letters on all things 
Atari - get writing! 


Write to MAILBAG at 
Page 6 Publishing, 
P.O. Box 54, Stafford, 
ST161DR 


NETWORKING AND CB 

In a previous Issue,. Arthur Morris asked 
about networking his Atari Classic; he has 
written in to thank me for publishing his 
letter, *..A have read Issue 82's Mailbag 
and am at present 'digesting* the answers 
so kindly supplied! by your readers. My 
Ihanks to them as well." 

Not satisfied with trying to network his 
Classic, Arthur adds a P.5,; 

Has anyone ever transmitted data from 
one Atari 8-hit to another using CB radio? I 
have a friend living about 10 air miles 
aujay tuifh inborn I regularly chat enter the 
air. Ki>erything we say can• of course be 
heard by other CB'er s, but if I could down¬ 
load my computer so as to be received by 
hfs similar equipment, confidentiality would 
be assured - bur can it be done? Perhaps 
someone out there has the answer?" 

Is it legal to transmit non-voice messages 
over CB? Do we have any CR experts in 
the Page 8 readership? 1 don't know if this 
is of any use, but TWAUG's Newsletter 
issue 4 includes a Contact ad from Gra¬ 
ham Ruyner (G7KCT), 3S Brockhurst 
Road, Chesham. Bucks HP5 3JE regarding 
an Atari Radio User Group. I don’t know If 
this is only applicable to Radio Hams, and 
doesn’t apply to CB as I’m not experienced 
in this area (let’s face it, f:m old enough to 
remember the Home Sendee and the Light 
Programme ...) 


CASSETTE SOFTWARE 

Recent letters have bemoaned that "Page 
6” doesn’t produce PD software on casset¬ 
te, Stuart Murray of NoSAUG (71 Walker 
Road, Torry, Aberdeen AB1 3DL| has 
asked me to advise cassette users thaL a 
number of items in the NoSAUG PD Lib¬ 
rary- and all issues of FUTL’RA magazine 
arc available on cassette as well as disk. 
Drop Stuart a SAE for more details! 

REPAIRS, SPOOLERS 
and HARD DRIVES 

Sid Berry (17 Old Pond Road, Ashford, 
Kent TN23 7QX) also thanks me for In¬ 
cluding him in the column when he offered 
to repair another reader’s disk drive,",, Just 
to bring you up-to-date, Mr Spencer's disk 
drive Is here being repaired, and the Post 
(Affine has to send a can with all the en¬ 


quiries for repairs , so I am uery busy at 
present," However, Sid is not too busy to 
contribute more nuggets to the Mailbag 
column ... 

"Among the tetters I received one from Mr P 
Wonledge of Surrey explaining how he uses 
the parallel port, of a P:R: connection into a 
crossover switch box and then to a 84k 
parallel to serial print spooler - it sterns like 
a goad idea arid I have mriilen to him 
direct , but/eft other users might like this 
info " Sid ts willing to vet this article on 
expanding the Atari and advise of any de¬ 
fects, Not content with this. Sid has also 
been looking into obtaining information on 
a Hard Drive for the Atari Classic. So far, 
he's had a good response from Dataque 
Software, BesL Electronics, Micro Dis¬ 
count, and GraJin International, however, 
"...J ftaue one to add to the list and I quote 
from the document received "In May 1989 
Robert Klaas K Products purchased the 
rights from Supra Corp to the Atari 8 bit 
SOOXLf 13QXE hard dtsk interface. This in¬ 
terface ndll no ld he known as the K-P-l 
Hard Drive Interface luith support for for¬ 
mer Supra interface and hard drtoe own¬ 
ers", They have offered me an interface for 
8110,00 plus shipping and I am awaiting 
more hifofrom them. They can be contacted 
at K-PRODUCTS P.0, BOX 22 1 22 AMF 
SALT LAKE CITY UTAH 84 i 22 U S,A, They 
also supply network modules and many 
other items, If anyone rnants a full list, just 
drop me a line." 


HFM PROBLEMS AGAIN 

Rid Berry also comments on Nigel Ludlow’s 
Home Piling Manager problem (see issue 
6£) in trying to make a back-up copy, "J 
experienced £his problem years ago mhen 
first using this so ft ten re and could not 
make back-up copies that marked, hi the 
end r 1 discontinued using If in/aoour of a 
home written program." What’s not clear 
from your letter, Sid, or from Nigel, is were 
you having problems with the HFM ’Copy 
Database' utility? I successfully made 
back-up copies of data files by employing a 
PD sector copying utility. Is Lhere a bug in 
HFM’a own utility? I know that at least one 
upgraded version of HFM was produced by 
Database Software to overcome errors in 
one of the modules. Does anyone know the 
history of HFM? 

Jan Dijkstra. Alkmaar, Netherlands also 
has a comment on another of Nigel's prob¬ 
lems: "Jn Issue 62 Nigel Ludlow reported to 
be unable to print from Print Shop, Is he 
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/amlllar telth setting the printer in the so- 
called "transparent" mode? On my General 
Electric TXPlQOO if mocks os jfcdtotes; 

1. Drine off, computer on, printer on, 
screen on. 

2. Type in direct mode: LPRINT CHR$(27). 
CHR$(116);:POKE 580 , l [Return] 

3. Drive on, insert Print Shop disk. Press 
RESET anti OPTION, release only 
RESET, Print Shop program loads. 

4. Use print Shop program which will print 
without problems 

This trick also helps me to get the printer 
going ujhen using other programs". 

Thanks for that interesting tit- hit Jan, It’s 
not a printer control code listed in my 
Epson RX8Q manual - any comments or 
explanations- anyone? 


TRANSDISK IV 

In addition to- Raphael Espino's notes on 
TransDisk IV last issue, Dave Herbert of 
Caldicot, Gwent reports: 

"I have successfully copied TRANSDISK 
game files using the following procedure: 
h Format destination disk with TransDisk 
2 r Use MYCOPY2 (Futurn issue 3) to copy 
the individual game flies across to the 
destination disk f do not format with 
MYCOPY21 

I have only just started using this method 
but J huue noticed that for some reason the 
number of free sectors on the destination 
disk gets reduced. However, I have put 
three games on one disk that work with no 
problems and will run from the TransDisk 
menu. 1 ' 

And the man who original ly raised the 
problem, Daniel Baverstock (Brighton, 

East Sussex] has written: 

Thanks for the help on TransDisk. It is 
Ironic that after sending the letter to Mail- 
bag I found that all I had to use to transfer 
the XL/XTfiles to XE/XT files was the 
SpartaDos X copter. This Is what was re¬ 
commended when transferring files from/ to 
XF551 drive disks. All my disks morfcjlne 
note 1 . Thank Raphael Espino for the help, I 
really appreciate It." 


ATARTWRITEK IN DUTCH? 

Also from Jan Dijkstra, a request for help: 
"Some time ago I bought "Proofreader"from 
Page 6 to use rnith AtariWriter-K They ujorfc- 
edfine together as long as f use English. I 
I rtf reduced a list of Dutch words as my 
prtuate dictionary, uuhteh mas possible 
according to the manual hut to hen I test a 
text now in Dutch? I get all the mortis hack 
as faults '. Only English words are recog¬ 
nised. Is there a icay to replace the list of 
English by my ornrc list of Dutch words? I 
thought of copying the dictionary to a blank 


disk , deleting the English and replacing 
with Dutch. However, there is no listing of 
files, so that If is not possible to pick out the 
appropriate file to replace. Do you knoio of 
a may to get around this problem?" 

1 don’t own AtarSWrlter+, but looking 
through my Atari reference sources, 1 
came across a number of issues of 
BaPAUG’s 8:16 magazine which reprinted 
excerpts from AlariWriter Plus {for those 
who don’t want to read the book)" by 
Jimmy Boyce (CAGE) reprinted from Atari 
Interface Magazine, As 1 understand it. to 
supplement the in-built AW+/Proofreader 
dictionary you can create one or more Per¬ 
sonal Dictionaries. A Personal Dictionary 
can be created after spell checking a docu¬ 
ment - just follow the prompts, or you can 
build a Personal Dictionary hy creating an 
AW+ document containing your extra 
words (cither type return after each word 
or leave a space between each word). 
However, Jimmy notes that there is a limit 
to each Personal Dictionary file, they can 
only contain 256 words (628 words un a 
130XEJ, hut you can have more than one 
Personal Dictionary" In use. When you wish 
to use Proofreader, use option |AJ to Add a 
Personal Dictionary and specify the file¬ 
name - this step can be repeated. Jimmy's 
article indicates that you may end up load¬ 
ing more words than Lhcrc is allocated 
memory space for - unfortunately the limit 
isn't stated. Also Jimmy notes that each 
time you correct the selling of a word that 
is not on the regular dictionary disk, that 
word is saved in memory and can be added 
to your Persona] Dictionary when you have 
completed your spell checking - however, if 
you save your Personal Dictionary file with 
the same filename as before, you end up 
with a double list of words in that filet So 
save It as a different file. Finally, Jimmy- 
ad vises to save the file while in FroolRcad- 
er as some 13QXEs do not respond when 
returning to AW+ and your corrected file is 
lost upon re-booting. Hopefully, Jan, the 
above may explain your problems - poss¬ 
ibly the word limit in a Personal Dictionary 
file or the double save to the same file¬ 
name may be the problem, I must extend 
my thanks to Jimmy Boyce for a fine series 
of AW+ tutorials which provided this infor¬ 
mation.. 

MORE AT.ARIWRITER+ 
PROBLEMS 

While we're talking about Atari Writers, 
Richard Preston of Winslow, Buckingham 
writes: 1 recently bought a Panasonic KX- 
P1123 24-pin printer and as you can see 
the printing is superb. However „ Fm dogged 
by a problem when I use Atari Writer+. 

When J print using single A4 sheets 1 turn 
on the page toait sigFzal to allow me to 
Insert afresh sheet of paper after each 


page. In. Mint Office II this works fine, but 
when I use Atari Writer+, after the first 
sheet land the first page wait I, mhen I print 
the next sheet I find that the line spacing 
has been increased by 1 /2-line space the. 
single tine spacing becomes one-and-a-half 
line spacing). Consequently all the subse¬ 
quent pages aren't printed as the print pre¬ 
view shows, mhich obutouslg throws out all 
my page numbering. I have tried various 
things to trg and eliminate the problem but 
with no success, perhaps someone else has 
encountered the same problem -on (heir 
printer and overcome it, f mould be grateful 
for any help as Ifind that AW+ is able to 
cope with much longer files on mg 130XE 
than Mini Office II afloteS," 

Well I thought I was going to have to dig 
through Jimmy Boyce's tutorials again 
which include a section on creating a AW+ 
printer dlriver. but this time the Tyne & 
Wear Atari User Group came to the rescue. 
Issue 4 of their Newsletter contains a KXP- 
1123 24-pln, Printer Driver for use with 
AtariWriter* - it's a PD program by 
Richard Gore - the article describes the 
use of the driver and the program Is on the 
TWAUG issue disk. Drop the TWAUG a 
line at P.O. Box 8, Wallscnd, Tyne & Wear 
NE-28 6DQ for more dcLails. 


WHERE ARE THEY NOW? 

Daniel Baverstock also asks: "Where has 
Robert Stuart's EXCEL disk magazine 
gone?" 

Sad to say. Daniel, Robert has decided to 
call it a day for EXCEL which finished with 
the triple issue 24/25/26. As Robert wrote 
in his Issue 26 editorial, "...sates of PD 
disks kept, me going for a while , Now, 
however , PD stuff is not selling either, and 
it is getting even more difficult, to find good 
new programs. What is the point of sending 
for dozens of PD disks from all corners of 
the globe only to find that nobody zuanfs it? 
Disk magazines seem to be getting more 
papular euen as the Atari gets more un¬ 
popular! Even lul th the demise of Excel, 
there is still Futuna, TWAUG ’s disk. The 
Grim Reaper disk-mag,, plus regular disks 
from Page 6 and Atari Classics, There is 
still a lot happening in the small tearid Of 
the Atari, with great nei v software from 
Holland, Germany and Poland stiff arrinlng 
regularly. But, the sad fact is that the Atari 
user base is now far too small fat least in 
the UK J to support more than one or two 
main software distributors, so I'm going to 
have to call If a day! I’ll still be contributing 
to Page 6, helping Nell Ottaway at Tiger 
Developments with new projects and 
maybe ode or two other things inhlch / haue 
toanted to cto loith the Atari/or a mhlle, buf 
hauenf had time. Maybe nouu mifhaut Excel 
to worry about 1 cart yet around to them? 

It’s a shame that EXCEL is no longer with 
us, but let us be grateful that Robert pers- 
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evered for so long and produced some 
great disk magazines. Incidentally, the 
EXCEL disks and PE software can still be 
obtained courtesy of TWAUG - write to 
them for details. 

Another correspondent, Dante] Carrodano 
From Roquebrune sur Argens, France re¬ 
ports that: "...Atari Interface Magazine no 
longer accepts new subscriptions; (I knou} r 
became Patye Rapt has refunded me my 
neneiual suhscrijtjffoft money with the 
words abcue **.)", 

Looks like it's time for Les to update the 
Atari Support list In NAU ... 

Daniel continues: "is BaPAUG stfil alive? I 
have not received anything from it from a 
long time ago. 1 wrote to Cohn Hunt, but 1 
fieoer had any ansioer, I wrote again about 
a possible renewal un'lh the same result. 1 
want to continue to support the Atari Clas¬ 
sics tine , but it Is not easy , as you eon see." 

Likewise, Ray Hawson from Mu swell Hill, 
London says, "/ am beginning to wonder 
what has happened to 8:16, the magazine 
pul Out by the Bourne mouth anti Poole 
Atari User Group fBafiAl/Gj. 1 renewed my 
subscription some months ago but I've 
heard nothing from them. Does anyone 
fcnom what is going on? Is BoP AUG still in 
existence?" 

Your Mailbag Editor was also wondering 
what the situation was as he had sent 
a subscription renewal and ordered some 
back issue article reprints. I was puzzled 
when among other comments in another 
lelter Sid Berry noted: "... the BaPAUG re¬ 
turned my cheque and huue ceased pub¬ 
lishing the mag 8:16 ." 

3 subsequently made enquiries and re¬ 
ceived the following letter: 

" Thank you for your tetter of 5th August 
regarding "8: W" magazine, This Is a topic 
that has taken a considerable amount of 
Committee time during the past few 
months.. "8:16” had become increasingly 
difficult to publish, far the usual reasons ■ 
lack of material arid a callable effort - and 
Colin Hunt had experienced a severe in¬ 
crease in his career workload to such art 
extent that he has not been able to attend 
Group euenings. has not been present at 
Committee Meetings and. above ali, we 
have nor been able to contact him until very 
recently. 

At the July BaPAUG Committee Meeting, 
the decision mas taken to cease publication 
of " 8:16" and. mtnd/ul of the fad that we 
have to refund subscribers a proportion of 
their subscriptions. I was tasked with 
tracking down Mr Hunt and obtaining hts 
list of Subscribers, Ail Committee Members 
had been trying to contact him for several 
months. my self included* so l tackled the 
problem head-on and succeeded in locating 
him a couple of weeks ago uta his com¬ 
pany’s office in Basingstoke. I managed to 


obtain a list of subscribers from him and, 
over the next few months, the remaining 
portion of their subscriptions will be retur¬ 
ned to them. 

BaPAUG itself is allue and well and I know 
that the rest of the Committee mill Join me 
In apologising for the demise of "8:16" and. 
particularity, for the delays irt clarifying the 
situation and returning unused portions of 
subscriptions. 

One last point. Our bank insists on charg¬ 
ing 74p per cheque a bo ue a certain number 
pf cheques, which, means we're ihauing to 
phase payments in "blocks" of 25. 1 hope 
that people mill bear with us: unused sub¬ 
scriptions WILL be refunded, but probably 
oner a period of several months. 

With best regards, 

Fours sincerely, 

Mike Basking, Hon. Secretary 
Bournemouth A. Poole Atari User Group 
110 Bridle Way, Canford Bottom. Wim- 
borne* Dorse t BH2 i 2UX" 

Thank you for your prompt response to 
my enquiry, Mike, Again, it is disappoint¬ 
ing to hear of the demise of another Atari 
publication.. 


PRLVTER INTERFACES 

Simon Taylor. Birkenhead, Wirral writes: 

"I mould like to be able to use my Commod¬ 
ore MPS 1230 primer on my 65XE, in the 
serial port of the disk drive , like a proper 
Atari printer. Could you please tell me how 
l ean link my printer to the XE* Ella the 
serial port on my 1050 disk drive." 

To connect a non-Atari printer to your 
system, you will need an interface and 
cable (e.g. Atari S50.1CD P:R: connection, 
Micro-Print Interface): however, I do noL 
know what connection is at the end of your 
Commodore printer - is it a "standard" 
Centronics" one? Can someone advise 
Simon of the best method of connection? 

SERIAL PRINTING, RAM 
AM) TELECOMMS 

More comments on printer interfacing 
come from B Rogers of Southampton who 
hopes to be able to help Sid Berry to con¬ 
nect and use a serial printer (Mailbag 
issue £2): "Assuming the printer is connec¬ 
ted to a RS232 type interface (e.g. 850 or 
P:R: Connection}, then it should be possible 
to oulpiit data to the R: handler, Haufng 
said that, it must be remembered to boot 
the R: handler first, and then boot Atari Wri¬ 
ter +■ after that. It should also be noted that 
unless the serial printer Is cor fleeted to port 
Hi you MUST specify a device number 
mhen using the printer in the same may as 
you mould use a second disk drills in a 
mulfi-driue system (Dl:, D2:* etc.). 


With regards to Mr Berry's extra. memory 
use, Analog Computing reviewed AtariWri- 
ter+ (n Issue 45 tAug ’88) - in this reotem it 
stated that AWT is already set up fo use 
the extra RAM of the 1 30XE by Switching 
memory between 3 hanks (detailed in the 
AW+ manual). If however r Mr Berry means 
horn to use RAM ouer and aboue the stan¬ 
dard I2BK, the only may to get AW+ to 
recognise that u.’oulci be ta reiorite some of 
the program - no mean feat I venture to 
suggest*" 

Thanks for the suggestions. I think Sid 
was thinking of trying to use more than 
128K However, if he wants guidance on 
using Lhe 13QXE memory banks, I can 
point him to those tutorials on AW+ by 
Jimmy Boyce Lhal I referred to in earlier 
letters in this column, 

Mr Rogers concludes, "...in the article "In¬ 
dispensable Utilities" (issue 62). reference 
is made to "HomePakffrom Batteries In¬ 
cluded* R Is reported that ft can be used in 
the telecommunications field. In my experi¬ 
ence. com ms packages from the States 
don't work correctly over here ; this being 
the result of the differing telephone stan¬ 
dards between the UK and the US (CCITT 
us BellJ. Horn da / knom all this? I bought 
HomePak primarily for its comms facility, 
and only after a lot of frustration, did I find 
that whilst it mould signal the modem to 
dial correctly , if mould not pick up the line. 
This is also true of alt the other American 
cornms software I tried. 

Would anyone like to pen an article nn 
USiilg the Atari Classic for telecomms? In 
the past I have successfully used Mini 
Office ITs co mma module, Multi-ViewTcrm 
and AMODEM7B successfully, 


UTILITIES 

Ray Pawson, Mu swell Hill. London com¬ 
ments on the article in issue 62 where 
"...Patrice Roberts meniions some of ihc uti¬ 
lities that were for maybe still aref avail¬ 
able for the Atari Classic. In this respect, I 
wonder if ComputerEyes Is still available? 
If I recall correctly * this enabled pictures to 
be takenfrnm a video recorder or oideo 
camera. 

Another piece of hardware} software I re¬ 
member reading about mas a bar code 
reader for the 8-bit Atari, this mas a com¬ 
plete potnt-of-sale network system arid mas 
made by a company called Xenix Research 
(I wonder if they are still going?). Why did, 
and still does for that matter, all the 
serious stuff come from the States?" 
ComputerEyes produced by Digital Vi¬ 
sions!?) was available from Alpha System55 
in the Stales,‘but when I made enquiries a 
couple of years ago the product was no 
longer available. 1 would certainly like to 
acquire a ComputerEyes Interface and 
software, so if anyone knows where Ray 
and 1 can find them, write to Mailbag. 
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OVERSEAS PAYMENTS 

From Fred Meijer. Krimpen ad IJsseL, 
Netherlands, "In issue 62. a question ll>qs 
asked about ordering software from 
abroad. I think one of the cheapest La-ays is 
to use Eurocheques. CJuer here in Holland 
you can get Eurocheques toifh any bank. 
You pay a fixed amount for the use of them 
fa both £& for a year) hut you can use as 
many cheques as you ioant and there are 
no extra charges . Eurocheques can he 
used in almost every European country and 
you have to write them in the foreign cur¬ 
rency. My advice is that you only place 
orders with large companies like A.N.G. 
Software in Holland or KE-Sqft irt Germany, 
Larger companies are often more fmsftoor- 
thy and haoe experience with foreign 
buyers ," 

Thanks for that advice, Fred, Can anyone 
provide alternative suggestions for purch¬ 
ases from North America? 

FLIPWJVG DISKS AND 
DRIVES 

David Bennett. Coventry has written hack, 
on the subject of disks. The disk / ujos 
unable to use u;as issue 57 rxiifh Enhanced 
Density on side H. u;(th a note to the effect 
that an unenhanced disk Loith some files 
missing was auaiiabie, Is a free replace¬ 
ment disk available, and what did I miss? 
Issue 62 also had a note advising that one 
game rectify needed an enhanced disk and 
explained how to make an enhanced ver¬ 
sion, The note said that dtej'uff game 
mould run on a 1050 disk drive, although if 
mould run ujffh some features disabled on 
the 8 I Q drive. I have unmodified 1 050 
drive s. but couid nni make the full files fit 
on my disk. Also there appears to be some 
gaps in the scrolling message - was it 
faulty?" 

Side B of the issue 57 disk contains 'Crys¬ 
tal Crisis’. 'Display Master'. Trivia Quiz' 
and a demo of Tactic’. On the 810 version 
only the Tactic demo is missing. If you 
have a faulty disk, write or ’phone the Page 
8 office and they will sort you out. I’ve 
checked through the procedure for the 
issue 82 disk and it works fine. Are you 
sure you're copying only the necessary 
flics? You need all the files from side B 
(use the DOS option C), and only the 
LEVEL.* files from side A -1 end up with 
168 sectors free on the enhanced density 
disk. 

David Bennett also comments, ’'ivtfh 
games such as The Paum r that use? 2 
disks, is it passible to run the second disk 
from the second drive to avoid Corestari tty 
changing disks? Is it possible to giue a fist 
showing types of drive aualiabie and mb at 


special features are available with it?” 

It looks as though 'The Pawn' was only 
written to use one drive, so wiLhout 
amendments to the program you are un¬ 
able to use a second! drive lo cut down on 
disk swapping, Your suggestion for a lisL of 
types of drive is interesting - to be compre¬ 
hensive it should include non-Atarl pro¬ 
duced drives, and the various Happy and 
Lazer type enhancements. Is there some¬ 
one out there who could provide the defini¬ 
tive listing 1 ? 

Information on a non-Atari drive is asked 
for by J R lies from Rickmans worth, Herts 
who wants to find ouL more about the 
"Indus GT" disk drive: seems to have 

been a popular drive hi the LIS,A about 
1985,1 haua just acquired an Indus GT 
driue but do not ftaue a serviceable power 
supply adaptor lead, The power unit I re¬ 
ceived. and said to have been used u?tth It, 
was a power unit for the Atari 1010 prog¬ 
ram recorder. This failed when l first 
switched on, so I don't knoto if it ujas reafiy 
suliahEe. I need to knoto the actualpotoer 
requirements/Or the disk driue, he. voltage, 
current, AC or DC. I don’t suppose anyone 
has a power unit for an Indus GT that I 
could buy? 1 would also like any manuals, 
handbooks, etc, or any other information on 
using the drive f 

MULTILOAD XE 
CORRECTION 

Eric Maclnerney of Dublin has found an 
er ror in one of the recently published prog¬ 
rams’ "Issue 62 r s u flirty. MULTILOAD XE, ~ 
would only load the last program an the 
menu. I looked at. listing 3 in the magazine 
and saw that line 110 needs changing. 1 
amended the fine as follows and program 
nom operates successfully:'' 

110 DIM F$(14) :F$( 1,2)=“ DEPOSITION 
1, [A-64) +3;?' LOAD IN GR ESTORE (A- 
64):READ AS, Y.Z.FN$:F$(3)=FNS 

Well done Eric - thanks for identifying the 
correction. Sorry about that. 


DISKBASE PROBLEM 

Eric Maclnerney also has problems with 
another program: "I boot up DiskBase 
(Page 6 disk D538J with the disk fa the 
drive and am presented lolth the menu, I 
select 'Open File’ to add a new file. I enter 
a file name and. follow the prompts. At 
'Field Name Length?' I ran only enter 0 
otherwise j get 'Insufficient Memory 1 . If 1 
press ESCape the system locks upr the 
System also locks Lip Lofreri trying to return 
to ffte main Menu, lam uslriy 800XL with 
revision C BASIC and a 1050 disk drive. In 


the imjiortant note in the documentation it 
says to use "Key Off - 1 don’t knou; haw I 
coufd do this. Can someone help please?” 

I think I can answer your problems, Eric. 
I've just Lrled DiskBase ouL and encoun¬ 
tered the same problem - but it can be 
overcome by booting the disk WITHOUT 
BASIC (hold OPTION down) - it looks as 
though the instructions on the disk label 
are in error as they suggest you can boot 
with or without BASIC ... sorry for the 
confusion. Obviously BASIC takes up 
some of the memory that Disk Base is ex¬ 
pecting to use. Regarding the ’Key Off 
command - this is only r applicable if you're 
using SpartaDos (which 1 assume you 
aren't}. 

GAMES FROM ATARI BUT 
NOT ON THE CLASSIC 

From Kevin Cooke, Exeter, Devon: "Why 
docs Atari Ignore its aton machines yet still 
release games for others like Centipede, 
Missile Command and Asteroldsfor the 
GameBoy, and announce plans to eonuerf 
some of the aid Acdidsion games (Pitfall 
Kaboom and River Raid! to one of the Nin¬ 
tendo consoles?" 

If only we knew 

Kevin also wishes to say "Thanks to 
Tommy from Cleveland., Ed Hall from Cana¬ 
da and Dave Osbourne in Herts far all of 
their help over the fast few months," 


A USER GROUP 

Netl Taylor from 6 Keydell Avenue, Morn 
dean, Hants FOB 9TA ( phone 0705 
596242] writes, "Myself and three other 
dedicated Atari users have met recently 
and discussed the possibility of starting up 
a User Group in the Portsmouth area. 
However „ ivt? will need more interested 
Atari users to stand any chance of success 
wi fh a User Group. If you toould like to take 
a more acflue role in keeping the Afar! alloe 
and fine in or near Portsmouth, or are in an 
existing User Group and could give us same 
information on how to start a neto Group, 
please write or 'phone 
Good luck with this enterprise, Neil - the 
TWAUG have been successful recently. 


And so, another Mailbag columni/tiled. 
Thanks for all you Input - Weep It com- 
irtgb Please keep supporting the Atari 
Classic - buy some PD or commercial 
sq/tioarel Don't let the remaining sup¬ 
pliers, user groups, PD libraries and 
magazines disappear . 11 
Liixe Long and Prosper! 
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Remember the 5 liners from Aluri User? It was like a 
sport to squeeze as much as possible fn iess fines than 
probable. Sometimes complete arcade games! It's time to 
return to this habit so here are 5 small programs to get 
fn the mood again. I don't stick at 5 fines turf the 
programs are short and typed in very quickly . So if a 
MINI disappoints you, you haven't wasted too much time 
typing it in. 


IO 0 REM Mini 2 


cmi 


screen 


by fli K- 05 M 


GS 

GO 10 GRAPHICS 6:POKE 553* 0 I POKE 82 * 4;POK 
E 03,35 

TG 20 DL = PEEH (5605+7t»G*PEEK(56tJ ! POKE OL* 
3 j 02 

YH 30 FOR I-PL+6 TO 0l+28iP0KE 1,13;ME KT 
I : POK E 553,3J:LiSt 


The second MINI gives you a small screen the easy way. I don't 
know why hut enabling horizontal scroll on the display list 
lines up the screen data neatly to the left. If someone can 
explain why please write to Mailbag, Or better yet, write an 
article ahout it and send it in for publication. I bet I am not the 
only one who is interested in how my Atari works. 


Andre Kos 

re-invents the quick, to 
type, fun to run, mini 
program 


RG 

I a 

REM Mini 1 

HEM YORK by A. Kb£l40£ 

P7 

2B 

GRAPHICS 0! 

D E>“PEEKt&f i> +2S6MPEEK(035 


*6400:PQKE 710 

,14:POKE 703,0iPOKE 756, 


44 



DO 

$6 

E OR H = DD TO 

DD+33:C=lHT(fi«D(0542555 


+ 1 

:D-IHTCRHD CB3*33+1 

T5 

40 

TOR Y-9 TO 

50+RHO<05*50!POKE K^Y*<*0 



JIF Y/D^INTCY/DJ THEN C-255-C 

KG 

50 

NEXT Y:FOR 

¥ = Y TO 100: POKE H-Y-H*0,0 


:mcht y:heht h 

:POKE 764,255 

MK 

60 

IF PEEKI764T<>Z55 THEM GOTO 30 

th 

78 

GOTO 68 



This first; MIN] draws a nice picture of New York, or at 
least a place that looks like the Big Apple, On a colour TV 
these buildings seem to have different colours as well. 
Start typing and see what happens. 


UJ 0 REM Mini 3 utility by A. KoshOS 
MX 10 0PEM (tl, fl, 8, ^D : LASTDATA . EHT*“ 

MD 11 FOR 1=1 TO 5G 
PS 12 READ A: PUT HI, A 
TU 13 HEKT I 
LP 14 CLOSE HI 

UJ IS EKTEP '"D ! L ASTDATA . ENT" 

TL 100 DATA 6 3, 34,08,65, 04 , G5, 32*35,34, j3 
,30,63,65,75,40, 43, 56,50,41,53,34,32,7 
3,76,32 

5H 110 DATA 76.73,76,63,32,34,53,3®,63,63 
,75,40,43 

Oil 120 DATA 56,51,41,43,50,53,S 4,42,60,63 
,63,75,40,43,56,52,41,165 


The third MINI creates a small utility file on disk. It has 
probably happened to all of you more than a few Limes, that 
you have been typing in a long program only Lo find 
"ERROR 8" when you run it. Mistyped a DATA somewhere 
in the listing. But where? The program mainly consists of 
DATA lines and you have to spend the rest of the day 
studying these lines to find your typo, knowing that you 
can Look at a small typo for hundred times without seeing 
it. Not any more! Now you place the disk with the utility and 
type: 'ENTER "D: LASTDATA. ENT" ‘ and press RETURN. 
Presto, there it is: DATA £ 8 IN LINK 8520. Yon can now list 
line 8520 and count the data in It. When you've tried to 
read with no more data you get: DATA # Q IN LINE 32768, 
And after restore. DATA $ 0 IN LINE 0. A real life saver 
since not every rnag has a proofreader. 
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YR 0 REM Min i 4 HIHD0H5 by A , Kdshos 
AP 16 GRAPHICS 24:DB-DPCCKCO63:POKE 716.1 
4;PGKE 70*,0;P0KE 712,6 : DIM AS£401,5CR 
N$C7646);COLOR 1 

KH 20 f'Oft K = 0 TO ^0 STEP 3 i CIRCLE 1S9.55, 
ft;NEXT X:WOUt 0P,ADR tSCRNSJ,7646iDO :K 
rRrtftDflO] +l;KL=RAND<3S-K>+5 
Q A 30 S-RANI> £(JJ*2 ;Y-RANDCl 663+6:YL-RANDCl 
2?-V> *24 : C-RANO £2bbJ I p~finNf> 14 > +11 EKEC 
II A AM; SOUND a „ 6, « , R : PdtJ SF 96 ; LOOP 
CS 40 P ROC ROAM:AS = CHRSCC3 !AS£40>=A5:A?CZ 
5=AS:FOR I"V TO Y+YL:MOVE ADR€A$3,PD+H 
tltt40,XL * SOUND 8,1,5,0 
BE 50 IF I MOB D : C = 256-C : AS Cl, 13 =CHFP5 CC3 : 

flS£23= AS:ENDIF :NEXT I!SOUND 0,0.0,0 
CL £B PAUSE 466:FOR I=Y+YL TO Y STEP “1 : M 
DUE AAR <SCRK$3 +K +1*40,DP+K+I*40 f «L ; SOU 
MB 6,1,S,0!NEftt IjEN&PROC 


MC 0 REM rtirti S hell A by ft. KOSHOS 
LB 10 FMT—PEEK £10 b J —4 5 POKE 106 , FNT : FONT-F 
MT*256 

HK 20 GRAPHICS 17;FOR 1=1 TO 160:7 06 t"CM 
P";:NEXT I:MOVE 51666,FONT,1624 
Pft 30 DIM AST163 :A5= ''i+fce6+Jf&eHe6+J":P 
OKt 756,FNT 

UJ 40 POSITION 6,10:? 06;" 11 1P05ITI 

OH 6,11:? B6; 11 HELLO PF lPOSITI0N 6,12:? 
fiSj 11 « 

YO 50 DO !FOR 1 = 1 TO 6:MOOE ADRCA53 *I,FUN 
T,B:PAUSE liNEKT I!LOOP 


MINI 4 and Fj are In TURBO BASIC so you have Lo load that 
first- MINI 4- opens and closes coloured windows on a 
GRAPHICS 8 screen. You can use the routine in your own 
programs and write your message in the window using the 
TEXT command. Just play with it for a wile to see what it can 
do. The last MINI is just an idee for a title screen. Again use it 
in your own program and experiment with it. 

So now you have seen IL Short programs can bejun* 
Write some of your oion and send them to PAGE 6 . Make 
it a contest again. Its great to sec your name in your 
favourite mag. So give tt a try, tfl can do it, anyone can. 


SEND A CONTRIBUTION! 


Remember it's your contributions that keep New 
Atari User alive. Whether it*s a set of mini prog¬ 
ram# like those from Andre Kos or a comprehen¬ 
sive technical article , or an arcade game we want 
to be able to give other Atari users the opportunity 
to enjoy your work* 

Look out your programs, polish them up and send 
them inl 


GRALIN International 
Gome and meet us at 

AMS ~7 

Saturday 13th November, 1993 
Bingley Hall, nr Stafford, Staffordshire 
Atari Classic software & hardware at reduced prices 
+ 5% s/w discount if you bring along this issue of New Atari User 
Items available: Reconditioned 1050 Disk Drives, 
New 1010 Program Recorders* Cassette & Disk 
Software and Cartridges at low low prices 
For product details please refer to the last issue of Page 6 


Odd& & S*td& 

A NEW LIGHT GUN ... 

Atari's own light gun has been rather difficult to find in recent 
years but for those of you who have longed to blast your TV apart 
help is now at hand. Micro Discount have recently introduced their 
own light gun, manufactured for them in California. The gun has a 
special focusing lens system which Micro Discount claim "makes it 
the most accurate light gun available for the Atari systems . All 
existing light gun baaed software will be compatible. The price is 
£24.95 plus £1.50 post and packing and the gun will be launched 
at the forthcoming AMS 7 in November. 

AND OPERATION BLOOD 

One of the reasons for Micro Discount introducing a new light gun 
Is the release of a Light gun version of Operation Blood. Derek Fern, 
quite sensibly, thought he might not sell many copies of the game 
if you couldn't play it! Operation Blood light gun version is now 
available at £5.95 

DEAN GARRAGHTY ... 

The address for Dean Garraghty shown in various reviews last 
issue was incorrect although the correct address was shown in his 
advertisement. The reviews showed the number as 92 instead of 92 
and as number 92 doesn't, exist you might think the matter could 
be easily sorted out by Royal Mail but no! Dean suggested that, as 
the postman could not deliver to a non-existent address, all that 
had to be done was to deliver mail addressed to 92 to him at 62 
Thomson Road, Alas that proved loo difficult for Royal Mall to cope 
with so if you have had letters returned, try again. Our apologies to 
Dean and our readers for any Inconvenience. For the record the 
correct address is 62, Thomson Avenue, Balhy, Doncaster DN4 
GNU 

ATARI CLASSIC 
PROGRAMMER’S CLUB ... 

We recently received the first copy of a newsletter from The Atari 
Classic Programmer’s Club set up by David Wyn Davies which you 
may have seen mentioned in recent Contact columns. The idea 
behind AC PC Is to encourage programmers to get together and, 
hopefully, start producing new software for the Atari Classic. The 
club will offer a number of support services such as producing flow 
charts, writing custom music, designing graphics and generally 
encouraging programmers who have run out of steam to start up 
and finish Outstanding projects, 

The idea is excellent and we wish AC PC well. If you are a good 
Atari programmer and want to try and become a great Atari 
programmer, you should give AC PC a try- Send a large SAE to 
AC PC, Pcn-Tyddyn, Capel Coch, Llangefni, Anglesey, Gwynedd 
LL77 7UR and they will send you full details. 
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Ma i Ibag Extra 


AN ALTERNATIVE 
COMMITMENT 


T here are several subscribers (bat 
give us enormous support recent¬ 
ly without getting any credit - the 
‘unsung heroes' of NAU- Mark Stinson is 
one such supporter and we were most 
pleased to receive this letter following the 
editorial las! issue. 

Dear Friends, 

Hauingjust read issue 63 of New Atari 
User,I felt that 1 had to put pen to paper. 
Firstly, I mould /tke to thank the gang at 
PAGE 6 for their continued support for 
Classic, Wow Atari User continues to be 
as informative and enjoyable as it ever 
has been, even though the support (and 
presumably the rewards} have obutousty 
duundied over (tie years, S don't know 
lohene I mould be nut bout my copy of NAU 
every other month, arid I fenoiu many 
others are equally indebted to Page 6 for 
their support. 

l uxmJtf also tike to congratulate Allan 
Palmer for his excellent Mailbag column. I 
have always felt that an important part of 
keeping the Classic a Hue is to share 
ideas, problems, hints and tips, Mailbag 
is once again a great source of informa¬ 
tion and assistance to oil Atari users. 

The main reason for my writing is in 
response to bes EfUnyham's rail to us ail 
to do more (o support Plage (3 so that in 
turn Page 6 can continue to support us. / 
must concur that it is non.? solely up to us 
users to make a commitment to ensure 
f/ie Jufure health of our hobby, but 1/eel 
there are many mays to achieve this. 

t, and many like me / am sure r am ex¬ 
periencing die di|/icttlties associated mith 
the poor state of the economy. These are 
hard times a fid money is no longer readi¬ 
ly available for expenditure on the son of 
things we may like , such as that latest 
piece of software. However, there is still 
much room for helping to keep the Classic, 
and our indispensable New Atari User, 
going. 

Firstly. why not look at the latest soft¬ 
ware list and mark up all those titles you 
mould like to add to your collection. This 
list can then be circulated to family and. 


friends before Christmas and birthdays, I 
very rarely am able to afford software nou? 
as I have a nine month old daughter. This 
has meant the loss of one income to our 
household, and leaues little money left for 
treating myself but I know that come my 
birthday, or Christmas, my sq/fruare collec¬ 
tion ujfll again be increased , and loyal sup 
porters of the Classic m ill haue some 
reason to continue their support, My/amUy 
are also saved the headache of trying to 
think up another neio present, and are 
guaranteed that they are getting something 
they knoio J Leant 

The second may we can help is to ensure 
that as many users as possible who are 
nem to the Classic are informed of the Sup 
port available for their machines. I haue 
been running ads for a couple of months In 
Micro Mart asking rleic users to contact me 
so that f can send them irt/brmatiofi about 
the support available. This cost me only the 
price of a second class stamp . and yet it 
helps to support the Classic and suppliers. 
and ft g lues nem users a whole new out¬ 
look for their hobby. Why not try it? AdiJer' 
tise in Micro Mart, or in local papers . Emery 
nem subscriber helps to keep our support 
available. 

Finally, uihy riot try your hand at mrtttng 
an article or a game? Fora long time 1 mas 
content to let others fake the in if indue while 
I gained from their efforts. When IJmaliy 
decided to contribute it gave me great satis- 
,/dctfon in seeing my name in print and 1 
enjoy contributing , 

From one user to another, l appeal to 
everyone to act now. Don't merit until it is 
too late, Once the support we depend upon 
disappears ice are alone. So think mhai 
there is to lose, and think rnhat there is to 
gain, fs your hobby morth that bit of extra 
effort? 

Once again , thank you for your support, 

Mark Stinson 

Thank you for your support. Mark, it is 
nice to be able Lo publicly thank someone 
who has given unstinting support over 
many years. 

Some time ago Mark hit upon an idea Lo 


tackle one of our major problems, how to 
find new subscribers. As a commercial 
organisation we are prevented from using 
the free ads in publication such as Micro 
Computer Mart and the alternative is to 
pay something like £400 lor a display 
advert. Frankly, that is just money thrown 
away as response to adverts in other publi¬ 
cations has never been high enough to 
cover the costs. Mark started placing 
adverts In his own name offering details of 
support for (he Atari XL/XE and the re¬ 
sponse has been quite good. We supply 
him with subscription forma and other 
material which he mails out to respon¬ 
dents. He requests a stamped addressed 
envelope for the reply so the only cost is 
that second class stamp sending in the 
advertisement- It has certainly helped ns 
but what else can he done? 

How about a mass national 'support for 
the Classic' campaign? There arc hun¬ 
dreds of free newspapers and other publi¬ 
cations (as well as Micro Computer Mart) 
all over the country that offer free advert is 
ing to Individuals, If hundreds of you place 
an advert offering to provide details of soft¬ 
ware and support for the Alari XL/XE then 
we will get some much needed publicity 
and. maybe, many new subscribers. I have 
always said that there are tens of 
thousands of Atari users oul there that 
know nothing of Mew Atari User and now 
is your chance to find them! All you need 
to do is run some adverts for as long as 
you wish offering details of support for the 
Atari. If you get a response let us know 
and well send you the subscription forms 
and del ails to mail out. 

Can it work? Who knows, but it is worth 
a try. Mark Stinson has had a good re¬ 
sponse from Micro Computer Mart and we 
have picked up several new subscribers. If 
we could pick up a few hundred more that 
would be excellent and we would know 
that you were the folks responsible. 

Give it a tiy. arid give us a ring when you 
need those forms. The revival of the Atari 
Classic starts nowt 

Jlz i clUricjkani 
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A1ICRO DISCOUNT 

265 Chester Road, Streetiy, West Midlands. B74 3EA. England 
Tel: 021-353-5730 or FAX: 021-352-1669 


WE NOW HAVE TOO MANY ATARI 8 BIT ITEMS 
TO MENTION IN SUCH A SMALL SPACE 


OUR NEW CATALOGUE CONTAINS 32 PAGES FULL OF SOFTWARE; CARTRIDGES : DISKS: TURBO 
HIGH SPEED TAPES PLUS THE LATEST DEVELOPMENTS IN HARDWARE . TO OBTAIN A COPY OF 
EDITION 11 JUST SEND A 60 pence Postal Order or equivalent in stamps 

Come and see us at A.M.S. 7. Bags of special bargains Plus 12 New Software Titles and 2 
Hardware Kits to be released on the day, Also on the Micro-Discount stand meet Kemal from 
KE-SOFT GERMANY. Freddy from MEGA MAGAZINE and John Maris from A.N.G. Holland 


NEW Stereo XL/XE conversion kits N ew 4 bit Sound sampler Cartridge 

_The_Brundles_ ^^Jc)peration Blood "Light Gun Version” 

Tanks ^ Special Forces 

Bang Bank Imagine 

Miecze Valdgira 11 The Mercenary 

Stereo Drum Editor Drac onus "With Stereo Sound" 

Zybex "With Stereo Sound" ^^^^B^^ieBi^igitis&^Repla^Disk 


DON'T WAIT AT THE GATE!! ORDER YOUR ADVANCE FAST LANE TICKETS FROM US NOW: 

£2.00 FOR ADULT £1.00 UNDER 16’s 


NOW THE LARGEST MAIL ORDER STOCKIST OF ATARI 8 BIT HARDWARE & SOFTWARE IN THE U.K. 


Dean Garraghty Software 
For Atari XL/XE software! 

• PD library. Wc currently have 106 disks (fflGSlly duubk' sided I In our FD 
library. These arc not just re vamped Page b disks. Many of Ihe disks arc not 
available elsewhere in the UK hives range from £] .25 to £2 a disk, depending 
on how many disk* you are ordering. 

• News-Disk, We publihl) an un-disk newiJeller, called News-Disk, We have 
pm disced (4 issues of this- so far which can he bought as a back issue pack for 
just £6,95, These disks arc* packed with articles from all around the world. A 
subscription Lu Lhe News-Disk costs jus( £5 tor 4 issues 

• Commercial Software Publishing. We sell some unique commercial 
software products in the UK. Wc have Ouf own Etigi-Sllidiu digitized music 
system available al the new low price of jusl £6.95. We alsodistribute most 
Power Per Post products ill [he UK. This includes the QUICK programming 
language at £12,95 (new low price I >, Lhe Screen Aided Management HO col, 
desktop at £12.95, Quick Ed tom editor (with mouse and touch cablet facilities) 
at £4,95, and three games: Rubber Ball, tllaggs It, and Mine Sweeper at £4.95 
each, or all three for £ 12.50. Details ol the^c arc in nur' new primed cuLalugue. 
NEW ITEMS: QUICK Support Disk #3 - lots, of Otl disk [utorLuh, source 
prop jams and new lihraric:-. for QUICK Get it along with QUICK for £17.50 
the pair (£4.9,5 separately), I’ll ENT FILER - originally sold by RAM BIT, 
available again from DCS. See our catalogue lor full information, Price £4,95, 
TASKMASTER - a tape to disk converter atso from R A MBIT lAice £4.95. 
COMING SOON Accessory disks for use with SAM, along with some nune 
new products from PPP. Details will he in our efltfllogue 

• New and used snlWare and hardware. Wc also buy and sell lived software 
and hardware. You can also exchange your unwanted items for P.D. disks from 
our Library. The software and hardware is then sold off cheaply. Give us a ring 
it you have someihing to veil, Stocks of used soft wine and hardware are 
usually available from only 50p! 

AH prices quoted INCLUDE Id RS I' CLASS P&P. Some software will nul run 
with itie 8 if) single densily drive, Please enquire if you are. unsure. We also sell 
most pusducts to other countries. Send 3 International Reply Coupons for a 
catalogue. To receive onr latest 22 puge catalogue of P.D. and commercial 
software items, please send ill) A5 sized addressed envelope (with 36p in postage) 
to: 

D.G.S, 62 Thomson Ave., Balby, Dontasler, DN4 0NU ENGLAND 
Dr phone us on: (#302) 855026 International: +44-302455-026 

(10am - 7pm BST/GMT only please!) 

** COME AND SEE US AT AMS 7! ** 


NORTH OF SCOTLAND ATARI USER GROUP 


NOSAUG PD 

CASSETTE LIBRARY 

The very best in public domain software on cassette lor your Atari XUXE 

COlijSAMEEsi 1 A r Horkay Deathznne, Cuttlemania, Amphibian, Two Maza, The 
Empire Strikes Back. Rocks 

C02 GAMES 2 - Tetris, Arax, Crg^y Scooler, Alaroid Rescue Mission 2, Maleor 
003 UTILITIES - Page 6 Writer. Colourspace BBK Art s:, GRASS Cafculator Sun 
FOtler, Eschcr SX&ICh&r. Metrics, Doer Prize C3S Miles. Typing Evaluator 
C04 AMAZING DEMOS ■ FujiSoink, Vortex, LrMle Demo 1HTT), What? (WFMH;. 
Ballsong II. Home Enlertainmenl 

COS GAMES 3 - lixion Smush Skateboard Ion Roadway Role, Floyd 
CQ6 MUSICAL MADNESS - WgnderM muse on the AMP Music 16 and Enchanted 
Music Ro* 

C07 KIDS FUN - Cotorasaurus, Rabb'ls. Snabes & Ladders, Rat Race, Popcorn. Hats, 
Dragon's Breath 

COS- GAMES 41 ■ Warsaw Tetris, Elevator Repo rman. Webmaster. Greyhound Racing, 
Cecil, Planis 

FC1 - FUTURA ISSUE 1 ■ LOI S Hop. Spaedsonpt 3.0, Cyrtahdr. Font Maker ■GunpOw 
dfrf Charlie. Total Recall To Kill a CommocOhD Homan Numeral Converter 
FC2 ■ FUTURA ISSUE 2 - Laser Demo, Ouadromania XL, Jump, Sound Creator, Sound 
Studio, Music Box Piranha 

FC3 - FUTURA ISSUE 3 ■ FuncTesI Arabic Converter I B C.. Teles 3-D. Jane s 
Program. Crllior, Cosmos- Pmbali 

FC4 ■ FUTURA ISSUE 4- Shop Steward. Visions. V'CiiOStOp, Passonale'v Munich 
Demo. Mg Jong. Invest, FusebOx, GT A Sketchpad, Bingo Colter 
FCS - FUTURA ISSUE 5 - Munchy Madness. Master Blaster, Flip, Conversion. 

Calordar. Protect!, Snowbal Fight, Galactic Ghase. Ftevengie of Magnus Demo 
FC6 - FUTURA ISSUE 6 - Colour He'per 4.0 Capture The Flag, Turbo Basic. Random 
Music Maker, Instalment Loan, Hoxadfc, High Rollers, Miniature Golf, Zand'S 
Labynntu, Laser Duel 

FC7- FUTURA ISSUE 7 - Five Up, Checkers. Syntrgn Bowling, MandaJ Kalaicoscooe 
Construction Set, Xagon, I.A.U Demo 

FUTURA issues 8 and 9 available now! 

4if NOSAUG PD csssefiK me Sk/tpfred on tjwfrly Cif? cssssnes camptefe wiifj fttfl themeofotm 

Prices: 1-3 cassettes £2.95 each 

4-6 cassettes £2.50 each 

7+ cassettes £1,95 each 

Please make cheques, 1 p.o.'s payable to S.J, Murray and send lb: 

NOSAUG, 71 Walker Road, Torry ? Aberdeen, AB13DI, Scotland 


NOSAUG • SUPPORTING THE CASSETTE USER! 


13 


New Atari User - issue 64 
































T 

Hill PROGRAMMING 



A ntic 3 is a text mode which Is fairly similar to Graphics 
0 except that the characters take up 10 scan lines 
Instead of the usual 8. As a result you can only lit 19 
lines of text on the screen as opposed to the 24 available with 
Graphics 0- The main advantage of the mode is that it can 
show lower ease characters with descenders {the tad in the g. J, 
p, q and y) which arc longer than those normally attainable. 


A NEW DISPLAY LIST 

You have to set up your own display list to use Antic 3 as the 
mode is not supported from Basic. This can be done quite 
easily by amending the Graphics 0 display list as shown In 
LISTING l. 

Line 2 It) finds the memory address of the start of the 
Graphics 0 display list. LINE 220 changes the 4th instruction 
byte from 66 (load memory address plus 1 Graphics 0 line 
|64+2] to 67 (toad memory address plus 1 mode 3 line [64+3]), 
The 5til and 6th display list bytes, which hold the screen 
memory address, are Left unallered. Next, LINE 230 puts the 
Antic 3 instruction into the following 18 text display bytes. 
Finally. LINE 240 moves the last 3 Graphics 0 display list 
instructions, which tell the computer to jump hack to the 
beginning of the display list, inLo the next 3 locations, Our 
all ered list is shorter Lhan the Graphics 0 list because there 
are less lines of text to show. 

If you run the program and then type some texl on the 
screen, you should notice that the cursor seems longer than 
usual and also that there is more space between the rows. This 
is because of the two extra scan lines. Also, if you type in lower 
case you will see that some of the letters look a bit odd. with 
their tops cut off and put in at Lhe end. This happens because. 
In this mode, characters with ASCII codes between 97 and 128 
are displayed with the lirst 2 bytes in the 2 "extra" scan line 
places beneath. As a result the tall letters b,d,f,h r i,j,k,l and t - 
are distorted as shown here. The other lower case letters don't 
have data in their first two bytes SO they appear as usual. 
Figure 1. which shows the two layouts for the letter "b' might 
help to Illustrate the situation more clearly. 



LISTING 1 


Ann O’Driscoll 
shows you how to drop 
your descenders! 

CHARACTER 

REDEFINITION 

Antic 3 characters arc designed on aa 8X8 grid in the 
normal way, either by using graph paper or with a font editor. 

One thing to watch out for Is that. If you want to use the last 2 
scan lines - for instance to put descenders on letters - you 
must put the data ill the first two bytes. Also, remember that it 
Is only the characters in the last quarter of the scL (basically 
lower case letters pins a few control characters] which are 
displayed in the new manner, other characters are displayed 
normally. Of course these may also be redefined, One possibil¬ 
ity would be to make taller letters by using the full 8 bytes lor 
data. Usually the lirst and last character bytes are tilled with 
zeroes so that there is some space between rows oflellers on 
the screen. We don't need to do this with our 2 extra scan 
lines. 

While it might be imagined that any use of Antic 3 would 
necessarily involve redefining the "tall" lower ease characters„ 
the next two programs show different ways in which this can 
he avoided. Both listings rcdcliiic the 5 lower ease letters with 
descenders fgj.p.q and y]. There was no need to use a font 
editor in these programs as only a few r characters were being 
changed. In each case some space is reserved in RAM, the 
ROM set is duplicated In this area, the shapes of the selected 
characters are altered and lhe new sel is called up by poking 
the RAM page number into memory location 756. in both 
programs the new T character set starts at page 156 and the top 
of RAM is moved down Lo page 155. 

LISTING 2 

In this program each ROM byte is displaced upwards in 
memory by one position when the character set is being dupli¬ 
cated In RAM fl-LNE 140). As a result, all the characters are 
shown one scan line below their usual positions and the tall 
letters keep their tops. LINES 150-170 redefine the comma {as 
the tail got lost in the move to RAMI and the five letters. LINE 
180 gets rid of unwanted bytes picked up by some lelters 
because of the displacement {i.e. when lhe last byte of a ROM 
character became the first byle of a RAM character). 
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A nn 


KK 

DJ 

VU 

OK 

NC 


ES 

GB 

PL 

VQ 

YH 


FJ 


OF 


KU 

Rf 

LH 


ku 

NR 

YH 

DY 

NY 


IB REM 


1? ftEK 
4,4 REM 
±6 REM 

11B CLOSE Hi!OPEN Bl, i f 8 # "lt i"! ? CNR SCI 

Z53 spositioh ie,a:? -press a key then 


wait 

120 GET »1 r K:P=PEEKC555J!POKE 555,0 

12? REM - DUPLICATE ROM SET IN ROM 

13 0 MB-156iRAMD-NB* 256:RO MB -PEEKC756J* 
25b:POKE 10B*NB-1 

140 FOR N-fl TO 1*23:POKE fiAHO+N+1„PEEK 
IH0MB+K3 :NEHT N 

14 9 REM — REDEFINE SOME LETTERS 

150 RESTORE 1605FOR NH-1 TO 6 1 READ BD : 
FOR N~0 TO 7: READ B:POKE fi OMB •* BB KO ♦ N , 6 


INEKT H!NEXT NM 

160 DAT ft 12,0,0,0,0,0,24,*4,4$,103,6.1 
24,0,62,102,±02,62,6,106,6,60,6,O,6,6, 
6,6 

170 BATA 112,56,56,0,124,102,102,124,5 
6,113,6 r 6,0,6 2,102,102,62 T 6,121,6, 126, 
0,102,102,102,126,6 

lOO FOR N-1 TO 6;REAP BPS POKE RAM»+BB» 
8,0;NEMT N:DQTO 13,28,104,107,114,122 
200 REH — DISPLAY LIST 

210 GRAPHICS 0SDL-PEEKC5601+256KPEEKt5 
613 I POKE DLT3,67:FQR K = 6 TO 23:POKE DL 
+N,3:NEXT N 

220 FOR N—24 TO 26:POKE 0L+H,PEEKCftL+N 
+53:NEHT M 

300 REM — CALL. UP HER SET 

310 POKE 55? » P 3 POKE 700,14:POKE 740,8! 

POKE ?St»,N0 


320 ? "The quick brown fos juMped";? *’ 

Duel’ th<* 1dos.,," 

330 END 


LISTING 2 


LISTING 3 


LISTING 3 


Tliis program uses a different approach. This Lime a machine 
code routine is used to set up the RAM character set (LINES 
4-40-4601 and there is no displacement. LINE 500 puts all the 
lower case letters in the control character RAM locations. 
CTRL-A holds "a”, CTRL-D holds "b' , and so on, LINES 
510-530 redefine our descender letters using the same DATA 
as was used in. the previous listing - we could have made them 
slightly bigger this time as there's an extra scan line to play 
around with, but this would have put them mil of proportion 
with all the other letters. (LINES 535 and 53G hold data for 
larger letters; use lb esc instead of LINES 520 and 530 to see 
the effect). The routine beginning at LINE 700 converts ihe 
lower case characters [apart from the redefined ones) to the 
control character equivalents before printing them on the 
screen. These, of course, are displayed normally as this section 
of the character set [locations 65 to 30} is no I affected by the 
lopping off . 


FINALLY,.. 


Well that about covers Antic 3, ITs not a inode that crops up a 
lot in program listings, possibly because it's not much use 
unless the character? are redefined. I hope Lhal this article has 
shown that such a task is not as difficult as might have been 
Imagined. 




KK 

FA 

2M 

BK 

Aft 


ev 

GE 

PO 

It Y 


07 


50 

OB 

CD 

GK 


V J 
Y6 


ld 

0 A 


OR 

OF 

HD 

IH 


UT 

CU 


oc 


LI 


Nil 

YU 

no 


Ei 

CM 

TO 

PO 

MB 

NH 


ANTIC 3 


l VM Aihm<U>l JH411 ■ 


L i etifi 


±0 REM 
12 HEH fl 
14 »£H HU 
16 REM 

410 CLOSE HI; OPEN HI, 4 , O, : " I ? CMft£Cl 
253;POSITION 10,0:? -PRESS A KEY AND W 
AIT 


420 GET HI.K:P PEEKT5553:POKE SS’Lft 
42? REM -- DUPLICATE ROM SET IN RAM 
438 NB=±56;RAHB-HBM2S6:ROMB-PEEK(7563K 
256:PUKE 106,MO'1 

440 DIM MC££143:RESTORE 45U s fttft H = ± TO 
34:READ MC!MCSN3= CNH$IMC3 iNEHT H:H 
-II5R t ADR CMC S3 , RAHB3 

450 DATA 104,±@4,133,207,1B4,133.206,± 
65,0,133,204,165,224.133,205,162,4,160 
x 0 , J 7 7 


4faO DATA 204,±46,ZOb,136 ( ZOS,24?,230,Z 
OS,230,207,202,200,242,5 6 
430 REM - PUT LOWER CASE CHARS IN 
4?1 REM — CONTROL CHAR ROM LOCATIONS 
S0D FOR MK = 65 E (I 5n;FOR N = 0 TO 7 : POKE 
RAM0+NN*6+N,PEEKCROM0+I3Z+NH1*8+W):NEM 
t NINEKT NH 

50? REM - REDEFINE SOME LETTERS 

510 RESTORE 520:TOR NN-1 TQ 5; READ BB : 
FOR H-0 TO 7;HEAD B;POKE HAMB+H0W0+N,D 
2MEKT NINEKT MK 

S2B DATA 103,6,124,0,62,102,102,62,6,1 
06 F 6,6O f 6|0,b,6,6,6 

530 DATA 117,56,?6,0,124,102,1*2,124,? 
6,113,6,6,0.62,102,107,62,6,121,6,126, 
0,102,102,102,I Zb,6 

532 HEM — LINES 535 AND 536 HAVE 

533 HEM — DATA FOR BIGGER LETTERS 

535 DATA 103,6,124,62,1*2,102,102,62,6 
,106,6,60,6,0,6,6,6,6 

536 DATA 112,56,56,124,102,102,10 2 ,124 
,56,3 13,6,6,62,1*7*102,102,62,6,121 * 6, 
J.26,10 2,102,107,102,126,6 

540 REM — ANTIC 3 DISPLAY LIST 
550 GRAPHICS O ! DL=PE£Kl&GOJ+Z5&NPECK<5 
613 

5bO POKE DL +3,67;FOR Nr6 TO 23tPOKE 0± 
+K,3:NEXT N 

570 FOR H —24 TO 76; POKE DL + N, PEEK fDI. +N 
+Sl;HEHT N 

600 REM — CALL UP NEM SET 

61* POKE 559,P;PUKE 70S,14;POKE 710,0: 

POKE 756,HD 

620 ? "TYPE IH UPPER OR LOHth CASE. 11 :? 

"PRESS RETURN TO Kill T i " : ? 

799 REM -- CHECK USER INPUT — 

710 GET til, K; IF K3155 THEN 800 
720 IF K<97 OR K>122 OR K-103 OR K-1.06 
OR K-11Z OR K—113 Oft K=i21 THEN 750 
730 K=K-56 

7S0 7 CHR$CK3j±GOTO 710 
000 END 


Sample loiiier case 



as 

displayed 


character 
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Report 


ATARI IN THE LAND 
OF THE AUTOBAHN 


R egular readers of New Atari User will know that the 

original plan Ibr the German Atari Show was to hire a 
56 sealer coach and take many At^rl users to Ger¬ 
many, Unfortunately like most plans the Idea was good but the 
enthusiasm from 8 bit users was sadly tacking as only 27 
people phoned to book places on I he trip. The cost of taking 
only 27 made il. very expensive so the trip regrettably was 
cancelled. So yours truly and three other dedicated Atari 8 bit 
enthusiasts travelled to Hanau, a small town close Lo Frank¬ 
furt in Germany. Driving in Germany is like taking part in a 
Formula 1 race, nobody travels at less Lhan 100 mph 1! 1200 
miles oil the wrong side of the road, at speeds averaging 85 to 
90 mph and even then the only things I managed to overtake 
was 3 dust earts and a battered old 2CVT 
Hanau is over 60Q miles away so I decided to spread the trip 
over 3 days with two overnight slops, one at. Brussels on the 
outward leg and at Maastricht "that well known treaty lowin' 
on the return. 'To cut costs we chose to stay in Youth hostels. 
[t"s certainly not Lhtr kiC bag and sweaty sock brigade l remem¬ 
ber from my scouting days. Continental youth hostels offer 
what can only be described as 5 star luxury wiLh aceommoda- 
Lion plus a continental breakfast Ibr around £8:50 per nigbL 
Fantastic value for money. 


ARRIVAL AT LAST! 

The Show was smaller Lhan I expected, 3 counted only 13 
exhibitors located in Lwo large ground floor rooms. Amazingly 
the show did not have the massive discount bargain offers you 
would expect to see at similar U.K shows like A.M.S. Kemal 
Ezean the exhibition organiser from KE-SOFT greeted us with 
"Sony no Brundles yet ,r but he has supplied a demo disk 
showing four of the completed screens. Also present were 
A.N.G, Software and "Freddy" of MEGA MAG fame from Hoi 
land. Apart from (he odd one or two new Uoiisb games most 
stands displayed what can only described as standard items 
Rom cartridges and disk software which have been available in 
the U.K, fur sometime. 

Some exhibitors, however, had some very new and original 
ideas but unfortunately not all of the new items are yet com¬ 
pleted and several exhibitors only had brief demos of the 
Intended finished product- It was a bit like Tomorrow’s World, 
you can sec it bid can‘I get ft. But it was this new development 
pari of the show (hat for me made Lhe whole trip worthwhile. 
Over the next few months 3 will be in touch with all of these 
developers to try and encourage them to complete some of 
their brilliant ideas, so here's a few details to whet your 
appetite. I have listed each company name for reference and I 
would like to thank them for their cooperation and patience In 


Derek Fern brings news 
of the recent Crerman 
Atari Show including 
some software we may 
soon see over here 

explaining their products and providing information on their 
products to a non German speaking Englishman. 

THE EXHIBITORS 

H.S. COMPUTER: Demonstrated a range of Interfaces and 
software that will link your computer to drive electric motors 
and servos for robotics and all sorts of meehanical devices. 
They had a robot arm that could move in all directions and 
pick up items, a pen ploLtcr that could be used to draw graphs 
and monitor and record, via sensors, temperature variants 
over a given time span. The main robotic bits seem to be 
constructed from Fisher Technic parts and controlled via the 
Joystick ports on a standard 800XL, 

ABBUC MAGAZINE: The German Atari User group dis¬ 
played some of their vast range of club software. They have a 
very good subscription only disk based club magazine but 
unfortunately for us it is only available with German text, 
Wolfgang Burger their Director said he might be willing to 
make the disk available to U.K. users if enough people wanted, 
so its up to you to let me know if you want Lo sec it. Wolfgang 
also expressed his concern about some U.K. suppliers pirating 
and openly advertising in Atari User Magazine software for sale 
which is copyrighted by the ABBUC club in Germany. If this 
continues he will lodge a complaint with a European court and 
sue for copyright infringement!, I understand lhe penalties in 
Germany are fines up to 2,500 DM per pirate ropy sold. 

FRIDAY SOFTWARE PRODUCTIONS: Friday Soft 
was a new name to me, its a small two man company develop¬ 
ing a brilliant new 16 bit digitised sound replay system, The 
days of the 7 seconds of digitised sound with the 2 bit systems 
cartridge are over! Digitised sound files produced on Amiga. 
STs and PCs are converted and compressed into 64k or 128k 
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files arid then replayed on your humble 8 bit machine, After 
loading the main program disk called Tampy V2.3' you simply 
load one of the sample files press Return and sit back in 
amazement. The sound quality is great, especially if you have 
your computer hooked up Lo your Hi-Fi system via the monitor 
port. 'Hie playing time for a digitised 64k file is 3 minutes with 
8 minutes for a 128k file, The program is a replay system only, 
the equipment required for file compression and conversion is 
expensive and complex, I intend to have FAMPY available soon 
in the ILK with a set of sound sample disks. 

ARGS HARDWARE; New exhibitor very much into prog¬ 
ramming demos, and hardware development. They displayed 
one of the best LEMMINGS demo's I have seen, excellent sharp 
animation produced with bit map images, ARC kindly gave us 
a copy of this demo so you can see an example of their work at 
the A.M.S, 7 Show. 

They also have under development a RS232 interface that 
plugs into the cartridge port. It carries on board a real time 
clock and has a Baud rate of I 9,20t) ideal for high speed 
modem work. Also under development is a P.C interface for 
downloading text files from a P.C. 

KLAUS PETERS ELEKTRONIC + SOFTWARE: 

Mainly hardware stand, Klaus is the boffin who designed the 
speedy and superspeedy disk drive upgrades, His latest de- 
vdopment is 1 meg upgrades for 809X1., and l30XEs and the 
machine retains full compatibility with all current software, 
priced at 170 DM. 

Klaus has also developed a 512KRQM DISK, this unusual 
device pings into the expansion bus on Lhe 8GGXL. It is a bare 
printed circuit board with 5 empty 1/C sockets and one 
EPROM and a lew support I/Cs. The EPROM carries the main 
operating program arsd menu selection. You can simply blow 
your utility or game Into a 256K EPROM insert; the EPROM 
into one of the empty sockets then select the pmm from the on 
screen menu. This gives you a virtually instant load speed of 
any program you select. Priced at 165DM for the XE version, 

A.M.C. VERJLAG; Very interesting stand, A.M.C. are the 
programmers of the disk game HERBERT 1 & 2, They had on 
oiler loLs of the standard Atari items but also one very special 
demo of a soon to be completed skiing game. What made this 
demo standi out if you’ll excuse the pun was it was in 3Dt! Yes 
real jump off the screen and smack you an the mouth 3D. The 
programmer explained the game had been underdevelopment 
for 5 months and lie expected it to take another 3/4 months 
before completion. The demo was to demonstrate the principle 
of 3D programming it consisted of a landscape scattered with 
ware frame moving shapes and a matchsttck man walking 
around wire frame pyramids. The screen was blurred to look at 
without the .green/red cardboard specs but. put them on and 
out of the screen popped true 3D, Very impressive, can’t wait 
to see the game. Price estimated to be 34DM. This demo can 
also be seen, at the A.M.S. Show. 

TOP MAGAZINE: Well stocked stand, plenty of software/ 
hardware including their own excellent disk based magazine, 

DRACHEN SOFTWARE Germany: Demonstrated a 
very unusual art package on a high resolution paper white 
monitor. The demo showed an & hiI. window scrolling across a 
very large canvass made up with high resolution ST clip art 
pictures. Everyone on the stand was busy demonstrating so I 
passed by planning Lo return later iri the Clay but unfortunate 
ly when I returned they had packed up and left so no more 
details available, I have the companies address and I will 
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obtain more details if anyone is inters sled. The program cer¬ 
tainly looked interesting and Lo be of excellent quality. 


THOSE I MISSED 


There was not enough time to talk to everyone and 1 missed 
POWERSOFT and M. REITERSHAN but J weis certainly 
encouraged by the enthusiasm shown by the dedicated few 
who spend a considerable amount of Lime sweating over our 
beloved 8 bit. 

You will be able to see all of the new software demos collected 
from the trip at Stafford at A.M.S. 7 exhibition. Kemal Ezcan 
from KE-SOFT Germany and John Marls and Freddy from 
A.K.G. ik Mega Magazine Holland will also be exhibiting as part 
of the Micro - Discount stand. 

A.M.S. 7 promises to be bigger and better than ever, so sec 
you there. 
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by Craig Miller 


P ipes Is an B bit version of Lin ST classic. The Idea o( the 
game is to make a. continuous pipeline for the water to 
flow through. Pipes are dispensed In the order shown 
at (he left of the screen and are placed by moving the cursor 
and pressing the trigger, the pipes can he placed anywhere on 
the screen so that you can make your pipeline in sections. You 
can also replace a pipe by bombing 1 it wilh another one - but 
this takes extra time and reduces your score. 

Water will atari lo flow from the start pipe when the timer at 
the right side of the screen has run out, and you must get it to 
flow through at least the number of pipes shown at the top 
nghl of the screen to complete a level. 

If you decide that you have placed enough pipes you can 
press Lhe 'F' key to make the water flow super fast, this also 
doubles any points awarded lo you. 

Later levels have obstacles which must be moved round, 
reservoirs which will slow down the water flow, exits which 
move the waiter from one side of the screen io the other, 
one w r ay pieces wiLh arrows indicating which way Hie waler 
mu si flow, and end pieces where the water must finish lo 
complete a level, 

When you have typed in the program it must be compiled Lo 
run at the correct speed. It may he of interest to know Lhul 
while I was writing this program I used I Vic DEC command to 
convert the hex data for the character set to decimal so that it 
could be poked into memory, although tile program was com 
piled without error it crashed when It was run - does anyone 
know why this happens? 

I am sorry abouL the structure of the program. I originally 
IS Issue 64 - New Atari User 


began writing it in Atari Basie but then stopped when I real¬ 
ised it would noL run last enough. When I got the excellent 
Turbo Basic about six months later 1 finished the program, 

Lhis is when I realised that writing code In an unstructured 
way is terrible to update and debug. My next contribuiinn will 
be completely structured and modular, I advise others to write 
Lin this way too because all hough it takes a little longer Lo 
write, this time is easily made up when you sLarL to debug the 
program. 

I hope you enjoy playing this game more than l did writing it 
(I'm definitely going to structure my next game],,,,bye. 


SCORING SYSTEM 

Each pipe completed before 

mmimurn distance 

Each pipe after minimum 

10 points 

distance 

20 points 

Each crossover section 

100 points 

5 crossover sections 

500 bonus 

Full screen completed 

5000 bonus 

Bombing a pipe 

10 point penalty 

Each pipe left on screen 

20 point penalty 
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0 rem jam 
i reh Wmm 
REM 




REH taoism 

REH 
REH a 

ft REH 
7 REH 


Mi 1ler 



REM V 
REM ^ 


8 
? 

IB Ht=PEEK£1061-21:P0K£ 106,RT;GRAPHIC 
S O:H-tt¥»256+256:CT150;POKE 752,1 
20 DIM R5 £861 , t») ,C£ (9) , D$ £81 I? “'PLE 

ASE HflXT ~ C400-C1/10 

30 REPEAT 
40 HEAD AS,F 


50 D-0 

00 FOR A-l TO LENCA$3 STEP 2 

70 IF A5C£ft££A,A11<&® THEN D-ASC£AS£ft, 

A3 3-48 

80 IF ASC < A^ CA , A3 ) > DO THEN D-A5G C Ai t A, 
A3 3-55 

30 IF ASCCAStA+l,A + 133<GO THEM E=Al>C£A 
S (fl+l-j A + l3 1 “48 

100 IF A5C CAft Cft+1 , A + H 1 >60 THEM E=A5C£ 

AS£**1,A+ll3 - 55 

110 POKE R.OHlft+E 

120 B=B+D*16+E 

130 R = R+1 

140 HEKT A 

150 IF flO F THEM GRAPHICS 0 5 ? “INCOftEC 
T ENTRY AT LINE "^C:? IT PftE55 RESET"*. ST 
OP 


ifto C-C+10;POSITION 16,0:? £4®0-C1^10J 


170 UNTIL LEN(ASl<86 
180 POKE 756,RT+I 

ISO DATA 00000000 & &0000OOFFFFG0E0E0E8E 
BEBFFFFEAEAEAEAEBEBFFFFE AEAdAd2G3£3 F FF 
F 030B0B2DEBEBFF FFAflABABABEBED,8244 
200 DATA FFT F ABABA3A3C3C30OO0OOO3OF3TF 
CF00G 3FF FF3C0000000OO0PC0FOFG SFOF®F FOF 
GIF OF HlBflftBHHBDUBOOdBF IFF 3F 0C ,5021 
210 DATA OF0F3FFCFOC000BOGOCOO0fl000O0C 
0G00303000080000303000e0000000000a«Fi:F 
CCCCCCCFCFGO0FOFO303030FCFC00 i 4305 
2?0 DATA ieFC0C3CCOFCFC00FCFC0C3O0CFO3 
OOOCOCBCCCCFdOdOCflaFCCOCOFCOCFCFCGOFCC 
OCOFC DCF CFCOOFCFCOC3-C363G3O00,S 73 2 
230 DATA FCCCFC£GCCFCFCG0FCCCCCFC0C0C0 
COftOODBOeoiOFlFFEFAC4D5D5D5C4G4C4C4041 
455140400FFFFlIi3131I57575713,5771 
240 DATA 101455141080FFFFEAEAAAAAAAAAE 
AEAC3D30&0BO0Q0 EBEBlQFdddF CFCCCCUBOFOF 
CCCFfl CCFCF0003flFG GCCBCCFC3000,7378 
Z$B DATA F0FCCCCCCCFCF000FCF CC0F0C0FCF 
C00FCF C GBF OF 0C0C0B B/tFCC 0COGCFC 3 COOCCC 
CCCFCCCCCCC00FCFC30303OFCFC0E, 8682 
2B0 DATA 0C0t0CCCCCFC30O0CCGCFeFBF0Cdd 
C00CeC0C0C0C0FCFCeeCCFCFCGCGCCtCd00CGC 
CFCFCFCFCCCG036FCCC EDCCFC30C0,8112 
270 DATA F0FCGCFGFDC0COOO3OFCCDCCCC30O 
C00F0FCCdF0F0CCGG003CFCC0FC0CFCFBBBFGt 
C3BI030303O0OCCCCCCCCCCFCFC0O,7656 
280 DATA CCCCCCGCFCFG3000CCCCCCCCFCFCC 
CB0OdOdFc30FGGCGC00GCCCFG3O3O303000FCF 
COdlAGBFcFCOBOOOOCOFOFGBFAF aF, 7587 
2 8A DATA FAFE3FBFA3000O0OFFFFFFFFFFFFF 
rFFAFAFBFFCFOC00OAaAQAAAAAAAAAAADAA€3C 
300A02628EBEB03O3A3A3B303F FFF,66 0 2 
300 DATA C0C0C0CeCOCaFFFFFFFrC0CAC#€0C 
OCOFF FF B303030 3 03O3FFF FB0000O0AFFFF D3 C 
3C3G3C3C3C3C3C3C300B®0fl00C3C3,7212 
310 DATA C3C30303A3AJFFFFC3C3CACACAC0F 
I'FFFFFFCBCBCBdOdlOiFFPPftlftlBlOldlClftlB 



HO 


KM 


OP 


CG 


HU 


ft¥ 


HH 


1 ft 


JG 

NK 

UG 

5B 

HP 

yy 

SS 

KG 

Uft 

IK 

LI 

ZU 

GT 

BA 

VI 

IJH 

JK 


3O3O3O3O30303FFFF0O0O00O00OOO,5684 
370 DATA 00O0«|lBBD0B0FFFFdOCOCACACflC0C 
OCAFFFF OOOBABbBFF FFFFFF AOAOAOAOFFF FFFF 
F AOA8A8AOFFFFFF FFAAAAAAAAFFFF „ 86 30 
330 DATA FFFF0Z020Z0ZFFFF FFFFOABAOAOAF 
FFFFFFF2 A2 A2A2 AFFFFEBEBC 3C3G 36 3d 3 L IF BE 
BEBEBC3G3C3G3EBEBEBE0E BE BG30 3,04 it 
340 DATA EBEBEBEBFBEBEBEAOC JT FF F BL'AaAA 
AAAAAAAAAEAFBFF3F0CAAAAAAAAAAAAAAAAFaT 
AFAFAFAFAFAFAATATATATAFAFAFAF,8280 
350 DAIA dlCl£ft2ftZtiZaEBEBC3C3C3C3C3£3E 
9E6C3C3C3C3EBEBEBEBG3G 3E6F BFBEBEeEBCJC 
3B0B0B0fl0C3C3C3C3ADA0A0A0C3C3,8882 
36ft DATA C3C3AftAftAftA8C3C3C3C3AAAAAAAAC 
3C3G3d3O207Q207C3G3C3d3BA0ABA0ACi(:3G3E: 
3 2A2A7A2AC3C3EBEBO000»000dldl J . ti?ft 
370 DATA CBCD262B8000C3C3E0EB2OZ82828C 
3C3EBEBZ8282028EBEBEBEBAftAftAdA BEUE BE BE 
BAAAAAAAAE8EBEBEB2A2A2A2AEBEB,7400 
3&B DATA tBEUAAAAAAAAG1G3C3C3AAAAAAAAE 
BEBC3G3A3A3ABABFFFFEBEBABAfiABABF F F F C3C 
idAdAE aEaFFFFEAEBEaEAEAEAFFF f, 10000 
180 DATA E0EB2P2 B0B0BFFFFEHT Eit£ AEttEOEUF 
FFF1357575713131313C4C4C4C4D5D5D5D4EBE 
BE8E8E0E0FFFF5555S5555S55SSS6,/527 
400 DATA FFFFFFFFFFAAAAAAOaflAAAFFFFFFF 
FFF,3570 

410 rem ■ k afj:[ ii>]i:: i.i 

420 DL-PEEK£S603+ PEEK£5611*256 
430 POKE t>L +1,68 : FOR ArDLtg TO DL+2fl:P 
QKE Aj 4■HEKT A 
440 POKE 82,0 

450 REM jiarM3!Et 

460 GOSUB 228B:G05U& l920sG0SUfi 3110 
470 GOSUB 2030 i G05UD 2386:G0T0 1360 
4BO REH 


480 LOCATE HK ,HY,WL:P051TIOH HH,HV 
500 IF HL—45 THEM 5P-1 

510 IF HL=46 THEM SP--1 

520 IF 5PO0 THEN 1120 

530 IF HL —2 2 1 THEN 2blft 

540 OH DR G01CF 550,700,04 0,560 
550 IF WL-fe THEN ? Ct4fiST57J 
560 IF NL-87 OR WL-58 THfK ? 

3 

570 IF WL-88 THEN ? CKRSC26) 

-1 

580 IF HL —11 THEM ? CIIR5 C36 > 

590 IF HL — St THEN 7 tlfttS £373 
K-l 

IK 80B IF HL-3 THEN J dHftS<JlS 
DK ftlO TF ML-11 THEN • tl|RS Cl4) 

K + l 

CO BZB IF WL —7 THEN ? CHRS £84i 
LO 
05 
76 


A3 


RB 

OP 


QHftS CU1 *k 


HY-WV-1:0 


DR-4;HM-H 


D ft-2 SHK-H 


630 IF HL — 64 THEN ? CHhStB* 

640 IF HL-O T HE H ? dHHft£863 

650 IF HL-86 THEN ? CHRS£1103:MY-HV-J: 


0 = 1 

Aft 660 IF UL-1B3 THEN ? CHftS £1153 
CE 67® IF WI.-115 THEH ? CHR£ £ 1 I 2i ! HY-HV-I 
:SCORE-SCORE*100NFLQH*HP :0=1 ■CROSS=CRO 
55+1:IF CR055-5 THEH 5G®fte=SC0RE+5flft*F 
LOHWHP 


BH 

60® 

IF 

IWY 


THEN 

RH-H: 1 

ZU 

680 

RETURN 

KH 

7®fl 

IF 

HL-S 

YU 

710 

1 

IF 

HL-. 

T D 

720 

-l 

IF 

HL- 

8 V 

730 

IF 

HL- 

NT 

740 

V+l 

IF 

hl=: 


? CHR^CWL+1 


dHNS£373:DR-3;HY W 

continued + 


New Alari Usef ■ ksge 64 


19 








































PIPES 




10 n» ypy ■ ■■■■,. 

Kf 750 If HL = 1 THEN 7 CHRSC116) 


Up 1130 IF HH = 36 THEM LOCATE HH-HY,HL:IF 

MN 7*ft IF HL=il6 THEM 7 CHRS (117) i frli-i : HY 


HL=31 THEM WH-P:W=H10 

™HY-1 


NL 1200 IF HH = 5 THEN LOCATE UH,HY J HL;IF H 

FR 77B IF HL-7 THEN ? CHBSi.tOfl) 


L=30 THEH HH=3S: H-H+lfl 

FX 7SJ0 IF HL- 10fl OH UL-lGl THEN 7 CHftS tWl, 


HH 1210 IF HY = 1 lHEN LOCATE HH , HY, HL : IF W 

+ I l 


L-IZ6 THEN MY = 22 : H-H+'/B 

EH 730 IF ML — 162 1 HEN 7 C HR5Cl031 ;WH-WH#1 


D J 1220 IF HY = 23 THEN LOCATE HH,HY j HL;IF 

5 d-1 


WL-1Z7 THEN WY=2tH^W-70 

IJP 3ftft ir ML -LID THEN ? CHRS(111) 


Ft. 1230 IF H<1 THEN 2610 

NV 019 IF HL=±lI THEN ? CliRS (112) ! NH-MX+J 


KC 1Z40 IF ASC COS (HH, HH) 1 O 7 THEN A-$ ( MN , K 

i 0 = 1 : SC0HE = '>€0RE + 100WFLOWNNP : CROSSWORD 


HJ =CHIfS (99) 

55+1:IF GR055=5 THEN 5C0RE=SCpftE+SflflNF 


LA iZSB IF A5C(AS(HH,HH)J -7 THEN AS(MM.Mh 

LOHWHP 


) =Cltfl£f9B) 

RO 020 IF HR/3=INTIHH/3) AND 0-1 THEN MM- 


HI 1260 FN=PN41:TF PT-PH<0 THEN NP=2 

h: h=hh :0-0 s G05UB n?o 


ZY 1270 IF 0=0 THEN HP=A5CIAStM,W)):1F HP 

ZK 030 RETURN 


-93 THEN 2610 

JP 040 IF ML-S THEN 7 CHRS(23) 


AI 1200 IF 0-1 THEN NP=A5CCOS(HH,HH)) 

H« 050 IF HL±Z3 OR W_-24 THEN 7 CHR££Hl+1 


RT 123ft StORE=5C0RE+10«FL0WNMP;IF HP=0 OR 

1 


CHP>=21 AMD HP(=24) THEN Z610 

5X SCO IF ML-25 THEN 7 CMBSC265iKY=HY+1;0 


NJ 130ft IF 1>R“ L AND (HP = 1 OR HP = 2 OR WP = 5 

-1 


OR HP = B Oft HP = 3 OR HP-12 OR (HFO=l4 A 

FE 670 If ML-1 THEN 7 CHRSC120J 


NO WP<=19>3 THEN 2610 

DR 060 I F HL-120 THEN ? CHIlS €1173 ; HX=HK 1 


DM 1310 IF DR=2 AMD tHP=2 PR HP=3 OR HP-6 

i DR-4 


OR (HP> —3 AKP KP< = 11) OH IWP^ = 13 AND 

JH 030 IF HI. — 2 THEN ? CHRSC1Z41 


HP {=16) 0R HP = 16 OR HP = 19) THEN 2610 

ZE 300 IF HI -124 THEN ? CHEFS <119) ; HK=HH +1 


RZ 1320 IF 0R=3 AND (HPi=3 OH HP=4 OR HP = 5 

: PR-Z 


OR (HP>=6 AND Mft<=13i DR (HP>-16 AND 

MO 310 IF HL-7 THEN ? CHftStlU/J 


HP<=10)1 THEM 2610 

N5 328 IF HL-107 OH Ht-lHfl THEN 7 CHRS(HL 


Ol 1X30 IF DR=4 AND £WP=1 OR HP=4 OR HP-6 

+ 11 


Oft MP~fl OR (HP>-10 AND HP<=15) OH HP= 

IK 930 IF HL—10 9 T HtH 7 CHRS 11101 : HY-HV+ J. 


17 OR HP=19T THEN Z510 

: 0-1 


AR ±340 RETURN 

YH 34 0 IF HL-10 3 THEN ? CHRS (±±4) 


fn 135P rfm 

51 350 IF UL=114 THEN 7 CHR5 £1123 :HY = MY + 1 


HP 1360 IF 5TRIG CO )=0 THEN G05UD 1500 

JQ-I : SCORE—5C 0ftE + iOB*Fl,DH**HP t€R055 —CRO 


JG 1370 IF rN*EVS=”F" THEN FLOH=2 

S5 + I i If CR0 55 = 5 THEN SCORE - SCORE + 500+tF 


06 130O POSITION 30*P:IF PT-iPN<10 THEN 7 

LU!W*WP 


,, 0 11 J ! IF PT-PM<=ft THEN ? M ®* + r GO TO 140O 

HO 360 IF THY+U/3-INT rtHY + 13/31 AMP Q-l 


OF L330 PQ5ITI0N 4O-LEN(5TRSCPT-PN5),ft:7 

THEH HH=Hi H=H+10 : Q = 0 ;G05llft 1130 


PT PNj 

ZT 370 RETURN 


HH 14O0 POSinOM 23-LEN C5THS tSCORE) ) , 0 : ? 

QH 9BD JF HL“5 THEN 7 CHRS£20) 


SCORE:IF FL0H=2 THEN 605UB 430:GOTO 13 

TH 990 IF HL— 20 OR HL = 2± THEN 7 CHRSCHL+1 


60 

5 


AS 1410 IF JP>0 THEN JP=JP-1 

IZ I0BO IF HL=22 THEN 7 CHRS(191:HH-HH-1: 


XZ 1428 J=5TICKtfi) 1 IF ,JP-fl AMP J = ll AMD M 

0=1 


>72 THEN X=H-12:X1 = M1-3:P-P-l : JP-5 

TN 1010 IF HL-3 THEN ? CURS(35) 


ZI 1430 IF JP=0 AMD J=? AND M<i0O THEN X- 

Rll 1020 IF Ht =:?5 THEN 7 CHRS (34) !HY-MY + 1; 


K + 12:Ki = WI* 3:P-P + l;JP = 5 

0 H=3 


ItJ 1440 IF JP — 0 AMO J-14 AND Y>40 THEN Hit 

HA 103*5 IF WL = 2 THEN ? CHWS Cli&l 


UE MY + 10 2* + Y * MY + 1024 + Y“*24,4ft i Y = Y -24 : Y1 

MC 1040 IF HL=118 THEN 7 C«WS(119):DR =1:H 


— Yl“3:P = p-lfl jJP=5 

Y—HY-1 


JF 1450 IF JP=0 ANP J=13 AND T<192 THEM - 

UF 10S0 IF HL-7 THEN 7 CHHSdB4) 


MOVE MY+1024+Y-Z4,HY+1024+Y,4*iY=Y+24J 

ZC IB60 IF HL-1Q4 OR Wl_ = 105 THEN ? CHRS (H 


Yi = Vl + 3 TP=P + 10:JP = 5 

L + l) 


IP 1460 POKE HP r K:COUKT=OOUNT+isTF C0UNT> 

PC 1O/0 IF HL=10G THEN 7 CHRS (103) 1 Wi- HH- 


36fl THEN COUNT=COUNT-PS:SS-1:G05UO 49ft 

i *0=1 


Cl 1470 IF 55=0 AMD COtiNl / 12= I N T fCOtJN T/12 

LC 1060 TF ML -110 THEN 7 t:HRS(113) 


) THEN POSITION 30,PQ5:? CSCTC,TO!TC= 

ZC 109B JF H|.~ 113 THEN 7 CHRSciI?) rHH~HK - 


1C+l:IF TC=5 THEM TC=1fPO5=P05+1 

IJ Q = 1 : SCORE = 5€ ORE + 100NFL0W*H(> t; CftO&5 = CR 


SE 1460 GOTO 1300 

055 + 1 :IF CROSSES THEN 5C0RE= SC OfflE+500* 


S« 14 90 REM il'-i'MAL-IJg.yil-ilT-TT 1 

FLOHKM 


AH 1000 IF 05C£ASIP,P>)>-Z0 THEN RETURN 

Y5 110ft IF (HK-Z)/3=INT((HK-21/I) AND 0=1 


FF 15) 0 XF COUNT/4 O XMT CC0I1NT74) THEM REP 

THEN HH-H:H=H-1:Q-fl;G05UB 1190 


EAT : COUNT = COIliHT- 1 ; UNTIL C0UNT/4 = INl (C 

AE 1110 RETURN 


01MT/4) 

ZD 1120 SC-5C-0.Z:POSITION HH+SP,HY:7 INT 


RM 1520 IF A5C CAS <P.PI)>6 ANP A5C(ASfP,P) 

(SC) 


J <20 

JF 1130 IF 500 THEN RETURN 


TE 1530 POSITION Xi„Yi:? "i ,++++ , ++++, 

EV 1140 IF t>R-Z THEN POSITION HK,HY-l:HH= 


++■’# : 5C0RE = 5C0RE-20 : TF SCORE <6 THEN 5C 

wh+3:m=h+i 


ORE = 0 

NR USB IF DR=4 THEM POSITION KHZ,WY-1:H 


PB 154ft FOR A=i TO 10ft 

h=hh-3;h=m™i 


GL 1550 IF A7FP=IHTCA/FP) AMP SS=1 THEN G 

HG 1160 7 ” : ttCl + + + 7^*„4+++\A+ 


0 5116 430 

00 1170 5P = ftJ SC-9 E RETURN 


QI ISfift IF A712=INTCA/12) AND SS^O THEN C 


20 
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PIPES 


DUNT = C(1UNT + 4 ; IF COURT/12=I«T f COUNT/12J 


TK 2040 A = INTCRND<03*03+2 i B-INTIRND£83*53 

THEN POSITION 38,PQS:7 C S CTC , TC3 ; : TC - 


+ 1:O-TNTIRHDC03*4J *2) :COUNT = 0:FIPE = 1:P 

TG + i 


=0+0*10 

PO 1570 IF TC = 5 THEN TC-1iPQ5 =POS11 


Dfl 2050 IF AS IP, PI 0«r OR AS £P + 1, P + 11 O « 

F& 155BO IF CDUNT>=5&0 THEN 55-1 


*** OR AS CP“1, P - 13 O’T OR AS £3*-10, P-10 

CO 1558 NEWT a 


)0'»r OH AS tF*i O, P + 101 < > ,E 5'' THEN 2040 

FE 160O ENDZF 


HG 2D bB TF AS CP + 5, P+5) <>*'V" OR A$TP + ll,Pt 

UV 1610 IF WN>=H1 OHO W5v<-Hl + Z AND HY>tY1 


11><> ,, 1P ,, OR AS t P-5, P-5) <>*’P” OR ASCP-1 

AND H¥<=Yi+Z THEN RETURN 


I.P-iiJO"#* 1 THEN 7040 

T G 1620 RESTORE lOOOfl + PIPE:&£ CP,P3-CHR£CP 


UN 2070 RESTORE 1O0Q0+D 

IPE3 


OE 2080 Kl=A»3+3:Y1=&M3+2:K-60+A*12:Y-40 

JtD 1630 READ (*4.,P? l F‘3 f p* t P5 ( P&,P7 J Pft ( P1 


n*7 4 : pzfl + BS 10 : AS TP . P3 -CHRS ID) : W=P ] WX -- K 

FE 1646 POSITION Hi.Yi:? €Htt££Pl3;CHRSCPZ 


1+1;HV^VI+1 

3 ;CrtRStP?3 j“ + F + + ";CHRjtP4J JCHRSCP5J ; CH 


NK 2050 READ PI,PZ, P 3,P4,P5,F&,P7,P3,P5 

RS CP63 ; rtlR5 CP7);CHRS CP83 ; CHRS CP 


KR 2100 &R=ASCCa£CH,H)?-20 

53 


EH ZI10 POSITION XI, Yl!? CHRS £f>l) ; CHRS CP2 

MU ifis* RFM 


) ;CHR5 CP3 5 ;>'!+ + + *’; CHRS IP4) ;CHRSCP5) ;CH 

UA 1660 »$Tl t 63= BSCZ,71 


AS tPh J ; + + " ; CHR$ IP7) ; CHRS <Pfl) J CHRS CP 

DN 167& b-lNt CRND ten *71 + 1 : B£ hi -CHH £ ff!3 


53 

HA 1600 FOR A-l TO 6 


KO 2120 IF RO~0 AND LEUEL>=20 AND LEOEL/Z 

1C A 1650 D$(A, A3=CK«$IA5tCD£CA, flJJ+i) 


=INTCLEOEL/2) THEN 00=1:GOTO 2040 

BT 1700 KENT A 


KA 2130 00-0 

LJ 1710 DSCB,B)="B" 


FD 2140 IF LEUFL<J0 THFN 2260 

WU 17211 IF INT CRND COl *103+1< = PR AND A5CC6 


N6 2150 A=INTCRNDCO)+2:B=IHTCfiKDt01*51 

$16,6)3 0 7 THEM B$C6,63= CHHSCASCCBS16, 


+ 1:D-A + B*10:JF 00 ~0 THEN E = 20 

6)3 4 tIINTCRND C0>*23 +1)*73 3 


JD Z160 IF 00> = 1 THEN E-2S 

MN 1730 FOR A = 1 TO 6 


NS 21/0 IF AS CD , 0) <> ■■D" OR AS CD +1,0*1] O'* 

HL 1740 IF A5CCDS(A.A33=MR THEN BS£6,6>=C 


*'* OR AS CO-1 r D 1J <>‘*4** UR A & CD + 1 H , D + f 0 

HRS CA3 : D$ CA , 01 


)<>■■*" OR AS CD” 10, D ifll 0**4" T HEN Z1S0 

Cl 1750 NEWT A 


ZD 2100 IF ASCCAS ID-5,P-51) C25 AND ASCIAS 

JR 1760 IF ASCCBS 16,6)3>14 CHEN B£tfe.,b>-C 


C0-5,D-5)3 >0 THEM 7450 

Hn$CA3CCB$C&*6>)-±) 


PS 2150 IF ASCCASC EM 5 , D * 51 ) <26 AND ASCIAS 

KC 1770 PlPE^ASCCBSCl,131 :IF BSC5,53=U$ 16 


fD+5 f 0+5J)>0 THEN 7150 

,6i THEN DBC-»»C+1 


IJ 2200 IF ASC CAS CP 11, D~1 J.) 1 <25 AND ASC C 

YD 1700 IF OS (5,5) <>EtSCti,ei THEN &0C-O 


AStD-11,D-1133>0 THEN 2150 

BT 1750 IF DBC> =PB THEN 1670 


YM 2210 IF ASCtftS CD + 11,D+l13) <25 ANP ASC C 

XV 1000 IF C0UMT/3OIMT (COUNT/! 3 THEN REP 


AStp+11,D+1131>0 THEN 2150 

EAT i COUNT—COUNT-! : UNTIL COllN 17 ,T-1 N T CC 


AP 2220 AS CP,D)=CHRSCE3 :POSITION A*3 + 3,B» 

OUHT/3) 


3 + 2 

UJ 1010 FOR A-l TD 6 


DC 7730 IF E = ZO THEN ? ’* ’ C 1 * + 4 + , +e t *■* t , 

fiB 1&20 IF S$ = l AND A/FF = IltT IA/FF3 THEN G 


¥V r 

Q5UB 450 


H5 2240 IT E = 2S I HE N ? "’^■ i + + *+^ l S++4*rrF' 

KM 1630 IF 55=0 THEN COUNT-COUNT*3:IF COU 


; iBEM r<TPT4:l-H^r4m^^4T:i 

#*T/1Z = INT CCGLINT/12) THEN POSITION 30, P 


MCi 2250 IF INT CRND £01*23 ~0 OR 00=0 THEN fl 

05:? CSfTC r TCI!TC=TC+A 


Q = l:GCJTO 2150 

BN 1040 IF TC-S THEN TC = 1: P05=Plf5+± 


SW 2760 6DSIJ& 1570 : POKE HP P K 

FB 1060 IF COUNT)=560 THEN 55=1 


A7 7270 RETURN 

HL 1060 RESTORE 14)000 + A SC CBSC7-A , 7-A)3 


BA 2200 flEM ZTT.MX 

XT 1070 READ P1,P2,P3,P4*PS * Pb,P7,P6,PS 


RD 2250 POKE 705*24:POKE 71O,130:P0KC 711 

OH 1BOO POSITION 1,0*3!? CHRSIPlljCHRSlPZ 


,06: POKE 71Z,0;? "6IJHI OOOOOOaSCORE OO 

3 ; CHR S CPI 3 i p, 4< it * 1 1 CHflS IP4 3 i CHRS CP53 i CH 


O000ULEU OORQPIPES 00"; 

RS tp6) | “ + *-*-*- 1 *; CHRS CP73 J CHA$ IPO) i CHRS CP 


uc 7 300 ? irnmnimi> 11 * 

53 


.Ml**! 

ch 1B5W neh r a 


BT 2310 FOR A=X TO 71 

AR 1500 RETURN 


PR 7320 ? "Q HI 

■ CREATE P/M GRAPHICS ***■■ 


ill 4i» . 

011 15 ZO PI4=54Z75 : RT = RT + 5 ; KP=5324B : POKE 7G 


nu 2136 NEKT ft 

2*1: CS = "Cba^/ M : SCR = DPEEK £00) 



KP 1530 POKE PH,I?T:PQKE HP,® 


UmilHT; 

SM 1540 HY=256*ltT 


GK 2350 POKE DPEEKfBB3+555,1B5 

EY 1550 POKE 555,62 


AY 2360 RETURN 

DF 1560 POKE 53277,3!POKE 61266,1 


ns 2370 rem mxwmxxm^MZiXi 

ta 1570 FOR A=MY+1024 TO H¥ + 2 046:POKE A,0 


HU 23&0 FOR A=1 TO 6 

:NEKT A 


HT 2350 BSCA,A3=€HRSC1NTCRNDCB)«73+13 

UK 15S0 POKE 704,140!RESTORE 2010 


QE 2400 IF INTCRNDCO)*10341<±pR AND ASCCD 

MG ±550 FUR A=® TO 23:READ I:POKE MY41024 


S CA,A)3 <>7 THEN BSCA,A?=CHRS<ASCCBSCA. 

+ Y +A ,1 i NEKT A 


A3) + C fINTCRND CB3*2)*13*73 3 

Aft 20O0 RETURN 


RF 2410 IF ASCCBS Ift,A3 3>14 THEN B$CA,A3=C 

IK 2010 DATA 252,252,132,132,132,132,132, 


MRS IASCCBS CO,A3 3-13 

132,132*132,132,132,132,132*132,132,13 


LA 2420 IF A>1 THEN IF BSCA,A3=US£A-1*A-l 

Z,132,13 2,132,132,132, 252,262 


3 THEN DBt:=PBC + l 

2Y 2020 reh a mi■»' m- if.1;rg±N::::^ 


V*4 7430 IF A) 1 THEN If B $ 1 ft , 03 <> B$ CA 1 , A- 

RE 2030 00 = 8iAS Cl)= CH«S£01 ?a£(50)= CHR£C0J 


13 THEN D B C n 

; a$ C21 





continued 
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DA 2448 IF PBC>=Dft THEN 2390 


00 2090 IF SCORE! HSCORE THEN HSCORE=5CORE j 

V H 2450 RESTORE 1,0000 + fl SC fBS |A y A 1 1 


iPOSITION 10-LENESTR5 (HSC0RE13,B i? HSC 

NJ 2460 READ P1.,P2,P3*P4*P5*P6,P?*PB*P9 


ORE 

TH 2479 POSITION L,21-A*3:? CHRS(PHjCHBi 


OV 2900 POSITION ±6,11:? : PQS T 

CP2S ;CHR$<P3* 


TIOM 15,13: LEOEL=0; SCORE-0 : CL-8 

MZ 24«B POSITION I ,21 -0*3 + 1:? CttllS tP4) ; CM 


FK 2319 ? : GOTO 79*0 

RS(PST;CHR5(Pfi) 


ftl 2920 POSITION 15,10:? "Ml}!4* "JLEUEL 

CM 249B POSITION 1,21-0*1+2:? CHH $ 1P?> ;CM 


OH 7930 posiflDH is, 12;? '’S2323aMl33 M 

PS CP01 ; CURS (P9J 


YH 2940 ! S5 = 0 J SP=0 : SC = 3 :PH = 

HQ 2000 NEHT ft 


0 : l_EUEL=LEVEL + l: NP = ± : CR0SS = 0 ; PH-lKT (HE 

HO 2510 H$ 17,7J = "1" ; PIPE-ftSC 10$ £1 ■ 11 1 


OEL/lWl;tF pp>6 THEN PR=t 

sv 2520 TF l£vLl<6 Then rlIuhk 


ON 2950 DBC-0:DB=INTCLEVEL7101+1IHF-6+IHT 

GE 2510 HEM i'-wir.m J1 iT»IT33 


CLFUEL77J:IF MP>12 THEN MP=12 

RM 2540 rOR 0 = 1 TO IKT fl_EUEL/Z5T+1 


EC 2966 PT-13+INTCLEVEL751 

ZB 2550 IF 0=4 THEN A = INTCLEOEL/255+1 


ZO 2970 IF Le0EL75=IMT(LEOEL/53 THEN CI-0 

MH 2560 0=INTCRN0CBJ*10J*3!POSITION 6 + B*± 


CE 23B0 CL=CL+iIPT=PT+CL:IF PT>25 THEN PT 

S? ^POSITION 6+fl,23;? 


= 25 



00 2330 P0S = 2; TC = 1 : s = 0 ; F1,0W=1 : IF LE0£L<25 

FP 2570 B=IHT (HMD<0J*7J»3TPOSITION 5,2+»: 


THEN PS=&;FE=3sFP=25 

? :position 3&*2+B:? "t?* 


HQ 30&O IF LE0£L>=2S THEM PS=3:FF=Z;FP=12 

+4 + 4 + ^ + ** ; 


HG 3010 PAUSE 50 

CO 2*00 NEHT ft 


ft K 3820 ft=ASCCINKEYtl 

BL 2530 RETURN 


EP 3830 IF STRIGCei-Jl THEN 3030 

4 .■*** FLOW HAS STOPPED *»»■ 


FQ 3040 POSITION 17,8:7 M 000000[]JL£O OHOflP 

01, 2 510 POKE HP,O;B-0;FDR 0-1 TO 70; If ftS 


IPES **;PT i POSITION 31 "LEN CSTRS (EE0EL1 1 

C IAS CA, ftJ 9 >20 THEN &-0 + A 


,0;? LEOEL 

GH 2C20 NEHT A : IF Q=70 THEN SCORE"SCORE+5 



000 


niummmm-: 

EJ 2630 IF LEUEL<20 OP LEUEL?Z<)IHTtLEVEL 


CW 3B&8 FDR ft=2 TO 22 

721 THEN 2720 


2T 3070 POSITION 5,A:? "fl 

TP 2640 IF Dft-1 QKD AS (W. HI -CHkS C2I1 AND 


HJt” 

PN <PT THEN PN-ft 


OF 3000 NEXT A 

MN 2650 IF DR = i AND ASTH*WJ <> CHRS<233 THE 


LK 3090 POSITION S,23:? "H»ll>11imiVII1 

n pn=o 



OH 2660 IF &&=2 AND A$CM,M3=CHR$(241 AND 


UJ 3100 GOTO 470 

PHOT THEN PH-0 


DE 31X0 POSITION 12, ft; 7 *%n * / kn 1 kit k“( 

OH 2670 IF DR-2 AND ftS (U, Hi <> CHH S 124 J T HE 


1*' 

H PN —O 


FY 3120 POKE DPEEK (001+353,183 

5N 2660 IF PR-1 AND AS £W, H) =Ctik£ (21J AND 


G» 3130 POSITION 12,9:? ’*////// /" 

PN<PT THEN PN=0 


KH 3140 POSITION 12,10:? "/iA / f^A /t ■ 

LJ 2630 IF DR = 3 AND AS (H, Ml OCHIlS (215 THE 


7 *" 

N PN—0 


FE 3150 POSITION 12,111? "/ / / f 

TJ 7700 IF DR-4 AND AStW*HI-CHH$1221 AND 


/*' 

PH<PT THEN PH = 0 


PI 3160 POSITION 12,12:? "/ / / m 9 

HG 2710 XF DR=4 AND AStN*Ml<>CHR5I221 THE 


-l J" 

N PN = G 


SO 3170 POSITION 9,15:^ "WHITTEN BY CRAIG 

AA 2720 M=6;V=Z 


MILLER":POSITION 15,17 

El Z730 FOR fl-JL ID 70 


SS 31S0 GOTO 2318 

NJ 2740 IF ASC (A?CA*A1 ) <2D AND ASCtflSCAjA 


BC 10800 REM 

I l>a 


UC 10001 DATA 1,6,15,S,1,15,13,13,3 2 

DZ 2750 SCORE = 6CORE-10 tPOSITION H,Y:? "> 


RS 10O02 DATA 12,6,2,12,2,5,32,13,13 

,4 + + + , 4 + + +, SOUND 1,255,12, 1000 


UD 10003 DATA 32,14,14,12,3,5,12,6,3 

USE 5 : SOUND 1.0,0,0 


lift 10004 DATA 14,14,3 2,5,11,15,4,6,15 

AT Z760 IF SCORE<0 THEN SCORE-OiPOSIT10N 


IN 10805 DATA 14>14,t4,5,5,5,13,13,13 

17,0;? "OOOQDB"! 


MH 10806 DATA 12,6,15,12,6,15,12,6,15 

SU 2770 POSITION 23 -LEM ( STRS t SC ORE J > , 0 : ? 


WK 10BO7 DATA 1,6,2,5,7,5,4,6,3 

SCORE 


OR 10980 DATA 1,6,IS,S,1,59,13,13,32 

OS 2?Q0 POSITION K * Y ; ? ■■ + + + F * + + + 


fL 18003 DATA 12,6i2 P 122,2,5,32,13,13 

■ I . 

# 


GG 10018 DATA 32,14,14,122,3*5,12,6,3 

GI 2790 EKD1F 


If 18811 DATA 14,14,32,5,11,59, 4, 6, 

EK 2600 IF A710INTCA7101 THEN H=3;Y=Y+3 


Kl> 18012 DATA 14,62,14,5,5,5,13,13,13 

XT 23IB X-H+3 


UK 18013 DATA 12,6,15,12,6,59,12,6,15 

CC 2020 NEHT A 


GT 18014 DATA 1,6,16,5,1,123,13,13,32 

MJ 2030 POSITION 12, 7:^ " 


WI 10fli5 DATA 17,6,2,61+2,5,32,13,13 

II 


YO 10818 DAT* 37*14,14,61,3,5,12,6,3 

OR 204O POSITION 12,0:7 »* bmmnmi 1 


20 10017 DATA 14, 14,32,*,11,123,4,6,15 

mm 


KB 10810 DATA 14*60,14,6,5,5,13,13,13 

AJ 205O FOR ft=9 TO 14: POSITION 12, A : ? ** / 


66 1O019 DATA 12,6,15,12,6*123,12,6*15 

/ ■■ ; NEHT A 


DO 10820 DATA 39,40*41,45,57,46,42,43,44 

HP 2060 POSITION 12,15 1 ? ** ftllilllilllll 


HZ I0D21 DATA 12,6,15*12*6,15*32*13*32 

A “ 


IIT 18022 DATA 32*14,14,12,6,5,32,13,13 

JO 2870 POSITION 1Z,18:? " 


ZU 10023 DATA 32,14*32,12*6,15,12,6,15 

II 


M2 10824 DATA 14,14,32,5,5,15,13,13*32 

au 2800 IF PN>=PT THEN 2920 


DH 10875 DATA 65,65+65,65,65*65*65,65,65 m 
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XL/XE software 


MICROX 



T his game is a combination of the 
familiar puzzle theme adopted by 
many European software authors 
and a rather innovative educational con¬ 
cept, The end result is one of the most 
addictive programs I've encountered for a 
long while! 

On each level of MICROX you are asked 
to assemble a chemical compound - for 
example water, methanol or propone - 
from a disjointed collection of its atomic 
constituents. If you've ever come across 
3-D models constructed from coloured 
bails and small connecting rods io repre¬ 
sent different atoms and how I hey relate 
lo each other In a subs Lance, you’ll have 
a good idea of whai this is all about, [r 
may sound a bit complicated but actually 
it's very simple. You’re not expected to 
know the precise structure of each com¬ 
pound, since this is displayed at the start 
of the level and can he re examined dur¬ 
ing play with a press of the Start button 
(this function also acts as pause mode). 
The principal challenge arises from the 


less than straightforward task of 
manoeuvring the atomic sec 
Lions into theh 1 Untended posi¬ 
tions. 

You can select any of the pieces 
with a joystick outline cursor 
and ‘launch" them in one of four 
directions - they will slide con¬ 
tinuously until hindered by another com¬ 
ponent or the walls of Lhe ploying area, 
which are specifically designed to make 
things increasing tricky on the higher 
levels. For example. It may only be possi 
ble Lo construct the compound at one 
location on Lhe play field, Ingenious tech¬ 
niques are therefore needed to overcome 
the problems (cx-Rubik's cube freaks 
should encounter no difficulties!) and 
speedy decision making is essential to 
heal lhe uncompromising timer. As if all 
Lhis wasn't enough to keep you burning 
the midnight oil, at the end of each level 
you arc presented with a multiple-choice 
question concerning l be Identification of 
the respective compound. Get it rigid and 


you progress onto the next level, but gel 
it wrong anti you have to do the Current 
one all over again! "I’hankfuily the game 
always continues on lhe highest uncom¬ 
pleted level - that is, until you are even¬ 
tually persuaded Lo swatch it off. 

Microx is superbly presented from be¬ 
ginning to end, The graphites are clearly 
the result of careful attention Lo detail 
whilst different events In the game are 
accompanied musically by several 
pleasant jingles. The game Is extremely 
addictive though not excessively frustrat¬ 
ing, thereby earning a very strong recom¬ 
mendation from me] 

Title: MICROX 

Publisher: Avalon 
Supplier : Micro Discount 
Formal: Disk: 

Price: £G,95 

Reviewer: Paul Rixon 


QUICK 

SUPPORT DISK I 


I n the last issue of NAll t reviewed an 
8-blt programming language that is 
being used to write many of the 
latest games from Germany - and is ti¬ 
tled. not inappropriately, Quick, As with 
most software of this nature, a fair 
amount of learning is required to get the 
most olll of the facilities on offer - In fact, 
the Germans have their own disk maga¬ 
zine dedicated to Quirk. To help the 
growing number of enthusiasts both in 
Germany and overseas, the authors have 
now devised a series of support disks 
containing translated extracts from the 
disk magazine. 

The QUICK SUPPORT DISK l Is a dou¬ 
bled sided, dual density floppy (no joy for 
B 3 0 users!] containing a iota] of thirteen 
tutorials, thirteen source code listings, 
two libraries, six header Hies and seven 
’runnable 1 programs. The articles range 
from novice level to more than a tad on 
the tricky side, so that even established 
Quick programmers may discover some¬ 


thing they didn’t know before. 

To start off Lhcrc's a tutorial on the 
game of Life, together with fully docu¬ 
mented Quick source code and a ready - 
to run program file. This famous and in¬ 
triguing concept is all about cells and 
elements, reproducing and terminating 
according Io pre-determined rules. Si ser 
ves to illustrate the use of arrays in prog¬ 
ramming, as well as posing philosophical 
questions! Help on creating large and 
two-dimensional arrays can be found in a 
separate article. Display lisL interrupts 
a subject that non-machine code fanatics 
are usually keen to avoid - arc explained 
in full and elsewhere there is detailed 
information about reset-resident prog¬ 
rams, player missile graphics and string 
sorting techniques. For touch tablet 
users, a tutorial and library files are In 
eluded whilst ‘C’ like header files are also 
provided for implementing variables 
which correspond to commonly used 
memory addresses. 


Browsing through the tutorial files is 
effortless with the aid of ■[mandatory) 
joystick control, but if you want to read 
them away from the computer then any 
or all documents can be directed to an 
lip son or Atari compatible printer. 

It you are in the process of teaming 
Quick then this Quick Support Disk, and 
presumably all future releases in this 
series, have to be considered an essential 
purchase. If you're about to invest in Lhe 
Quick language then it's worthwhile 
knowing that a discount is available if 
you buy the Support Disk at the same 
time. 

Title: . QUICK SUPPORT DISK 1 
Publisher: Power Per Pro 
Supplier: Dean Garraghty 
Format: Disk 
Price: £ 4.95 

Reviewer: Paul Rixon 
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Live long and prosper is the VuEcart outlook on life? and I 
believe that is what it should be for this issue. With more 
new tips coming in and masses of help with Zork I things 
are OK for this issue. 

This shilhi shaihjing is just wasting column inche s r so 
on with tiie show. (One of these dags I'm going to write a 
riooei that Jits in this pad of the article!) 

FOOTBALLER 
OF THE YEAR 

From Mark Reeder of Rotherham in South Yorkshire comes 
help with Footballer of the Year. 

Start oil in the Super League and don't play a game, don't 
even buy goal cards, just keep accumulating money. After 
about 5 seasons start buying goal cards, you're bound Lo be 
transferred to division 4 where you can buy loads of goal 
cards, Never buy more than 90 otherwise it goes back dawn to 
0 again and you don’L want that now do you? 

Also from Mark is help with Cosmic HraLc and Hardball. 

When using the simulator in Cosmic Pirate always by num¬ 
ber 2 as this is the easiest. When playing Hardball choose Pepi 
Perez lor pitcher as he has a brilliant range of pitches especial¬ 
ly sinkers and sliders. 

LEAGUE CHALLENGE 

Mark's brother has also sent some stuff in as well but this 
lime it's a bit more complicated so get your fingers ready as 
here we go into the innards of League Challenge. 

When the first pari of the program is loaded rewind the tape a 
few counts and press space. This should cause Ihe game to 
crash so that you ran delve into the lines of text. Firstly press 
RETURN until the error messages have gone then you can do 
the following: 

Type 65 and press RETURN, (bis now means you can have 
more than 11 players. 

Type LIST 210,220 and. hey presto!, you can change the 
players names. You can find Lite other lines i.e. which slop you 
getting knocked out of the cup. those that allow you to spend 
as much as you like and what about having a squad with 22 
players? 


The cupboard is bare, so what we need from you is ... 
TIPS, TIPS, TIPS, TIPS, TIPS, TIPS, TIPS, TIPS, TIPS, 
TIPS, TIPS, TIPS, TIPS, TIPS, TIPS, TIPS, TIPS, TIPS, 
TIPS, TIPS, TIPS, TIPS, TIPS .... get the message!! 


ZORK 


Following the. appeal from last time for help with Zork I two 
people have responded, Kevin Grant of Barcombe and Allan J 
Palmer (our very own Mailbag editor) have come up trumps 
with hints and tips for this exciting adventure. 

Those sections In ! I are the complete solutions. 

Q, How do you get to the Land of the Dead to collect the 
Crystal Skull? 

A, You need to exorcise the spirits! 

There's a honk on the attar yon can read to give you a hint ■ unci 
think of Edgar Alien Poe ... u.'hai other objects miyhi prone 
useful? 

]RlNG BELL. LIGHT THE CANUTES AMU READ THE StZLCK BOOK} 

How to get from Resevoir south to the Trunk of Jewels? 

A, The trunk is underwater. You can't dive, so you must get rid 
of the water. The dam lies east of Reservoir south docsnT it? 
You’ll hai>e tojix some mechanics to achieve this .... 

[Activate the control panel in the Maintenance Room 
■jyj open the dam, thereby draining the Resevoir) 

Q. How to get to the Strange Passage at the start? 

A. You can’t get to ihe Strange passage without the assistance 
of another Inhabitant of the underground empire you'll 
need to deal with Lhc Cyclops in a particular way to do this. 
Rending the black book may help BUT fhis is not necessary to 
complete the game 

ISay "Odysseus'' to hie Cyclops and he'll rush our 

THROUGH THE STRANGE PASSAGE GIVING YOU ACCESS ] 1 

g. At the start how do you open die grate? 

A. The grate is locked - you need a key to open It- It can only 
be unlocked from below - the key Is underground 

INaiVRaLLY YOU'LL. NEED A SKELETON key - FOUND IN THE 
ADVENTURERS SKELETON IN THE UNDERGROUND MAZE, 

ONE PART LEADS TO BENF.ATI i THE GRATING] 

Kevin Grant covers some of the sections above but some of Ehe 
sections lie doesn't are below 

If you luont to get, dawn from the dome to the torch room you 
should Type 'T/E ROPE TO RAILING" (the rope you find in the 
attic of the house]. When you have done this go down and yon 
arc in the room. 

Another may of getting to the other side of the resevoir Is to 
touch the mirror In mirror south and you should trauel through 
the mirrors to one room north of mirror north on the other side of 
the reservoir . 

Finally if you manage w get into ihe house at t he beginning go 
into the lining room and take the lantern and stuord, Type "light 
lantern" and then go to the kttchen. Type "a" arid yOLi’tl be fn the 
attic. Gat the rope and then back damn to the kitchen and info 
ihe lioiny room. Push the nig and a pan the trap door, Take the 
lit lantern and sioord n?id start the aduenture properly. 
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A couple of quickies come from that old stalwart^?) Kevin Cooke 
of Exeter. 

OPERATION BLOOD 

When the game starts, pause It and move your sights to any 
person oit the screen. Then, quickly un-pause, shoot the enemy 
and pause again. Doing this unit allow you to save bullets, and 
stop many of l he enemies shots from hitting you. 

TAGALON 

Start TagaJon as normal In two player mode and walk player 
two around until you meet player one. From then on, always 
send player two into any room you want to explore so he can 
dispose of any nasties before player one enters the room. Player 
one tan then collect any special items for when player two dies. 
This should allow you to start With having full energy while still 
being in the game. 


ZERO WARS 


The following level codes are from Henry Knowles (hello 
again Henry ) for ZERO WARS. He’s not to sure of the 
order taut he does know that BASE is the first one, 

BASE 

SHIP 

MOON 

STAR 

ZERO 

HIGH 

Also on the lower levels in particular, when it says 
'shoot pro Lectors to gain energy'” if is often worth mis¬ 
sing the first canister, just to refill on energy. 


ADVENTURELAND 

A jr&at now, from J, Hough, a complete solution to a Scott Adams 
game - ADVENTURELAND, and it's forwards. You don't have to 
read it backwards. Isn't that just wonderful? To tell you the truth its a 
quarter to one on a Sunday morning and I should have been in bed 
two hours ago! 

[During the solution check your inventory [I] often. It bitten by 
chiggers "GET MUD"J 

Remember this is the complete solution so don't read on further than 
you need. 

E, E, GET AXE, S, GO HOLE, GET FLINT, U, W, GO TREE, GET 
KEYS, D, CHOP TREE, GO TREE, D P GET RUBIES, U. DROP 
RUBIES, SCORE, DROP KEYS, DROP FLINT, U, E, N, N, GET 
OX, SAY BUNYON, SWIM, S, W, W r GET OX, GET FRUIT, 

SCORE, GET LAMP, GET FLINT, GET KEYS, D, GO HOLE, OPEN 
DOOR, DROP KEYS, GO HALL, LIGHT LAMP, D, S, GET BLAD¬ 
DER, N, D, D, W, UNLIGHT LAMP, RUB LAMP, RUB LAMP, 

LIGHT LAMP, GET RING, GET BRACELET, D, GET RUG, UN- 
UGHT LAMP. SAY AWAY, SAY AWAY, S, GO TREE, DROP 
RING, DROP BRACELET, U, GET GAS, GO TREE, D, GO HOLE, 
GO HALL, LIGHT LAMP, D, S, U, DROP BLADDER, LIGHT GAS, 
GO HOLE, JUMP, YELL, GET MIRROR, GO THRONE, GET 
CROWN, W, JUMP, GET BRICKS, D, N, D, D, W, 0, D, DAM 
LAVA, DROP BRICKS, GET NET, UNLIGHT LAMP, SAY AWAY, 
SAY AWAY, S, GO TREE, DROP LAMP, DROP FLINT, DROP 
CROWN, DROP RUG, DROP MIRROR, GET BOTTLE, U, N, E, 
GET FISH, S, W, GET MUD, GO TREE, DROP FLINT, GET RUG, 

D, GO HOLE, GO HALL, LIGHT LAMP, D, N, N, DRINK WATER, 
GET HONEY, GET BEE, S, DROP MUD P UNLIGHT LAMP, SAY 
AWAY, SAY AWAY, DROP BOTTLE, S, GO HALL, LIGHT LAMP, 
D, N, GET MUD, SAY AWAY, SAY AWAY, GET BOTTLE, DROP 
BEE, GET EGG, D, GO HOLE, GO WALL, LIGHT LAMP, D r D, 0, 
W, D, D, DROP WATER, GET FIRESTONE, UNLIGHT LAMP, SAY 
AWAY, SAY AWAY, S, GO TREE, DROP FIRESTONE, DROP 
RUG, SCORE, 


THE TAIL 
OF BETA 
LVRAE 

If you type in TRACE 

POWER on the title screen 
you will go to sector 5 after a 
life. This will work on any level. 
Thanks go to Steven I lead of 
Willenhall ( hi again Steve!! ) 

M© IPlMDIBlUilMlB 


FREE CASSETTES! 


It your hint, tip or map is usad by 
The Tipster you cen cleim a FREE 
CASSETTE (from those currently 
available from The Accessory 
Shop) but you won't get one if you 
don't send something to The Tl|ps* 
ter - get lipping now! 

HOW TO CLAIM 

If you see your name in this column 
just drop us a line and say My 

name is . and i claim my free 

Tipsier cassette’ and simply (ell us 
which cassette you would like (give 
art alternative just in case). We will 
whip it off lo you posie hasie {or 
straight away). If you prefer you can 
always give us a ring instead on the 
usual number 


CALLING INTERNATIONAL RESCUE!!! 
.COME IN PLEASE !!! 


Allan J. Palmer asks if Michelle and ] Jsa Trtnder would con¬ 
firm that they are playing ZORK I or ZORK II ns there is no 
bank In ZORK L If you drop Allan a line at his mailbag address 
then he’ll help you out. 

Simon Reeder would like help on WHIRLINURD. SPACE 
RIDER and GOLDEN BATON 


That just about lit raps it up for this issue folks so don'tJbrjjet to 
join me next time, same time, same planetjbr another rip snortifi^ 
TIPSTER column. 

All of those letters that you are going to send in go to: 

THE TIPSTER 
NEW ATARI USER 
E.O. BOX 54 
STAFFORD 
ST16 1DR 


those; /eWers and map:s cowrit^ in 
- Gem Warrior maps ne:rf time!) 
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XL/XE PROGRAMMING —— 

EXTENDING THE M 


1. INCLUDE Macros - CIO 

I have used Lhe Alari Macro Assembler for a number of years, 
and over that time 1 have developed a number of macros for my 
own use. Well I had to as the assembler doesn't come with any 
of its own macros. I Lend to hold my macros in include files, 
each class of macro having a separate file - maths, user 
interface, and. the most regularly used CIO. 

The CIO macros are the ones listed here, they cover the 
standard CIO operations; opening, closing, reading, writing, 
etc. 

The following list covers each macro, its actions, usage, and 
parameters, 

OPEN <chan> <mode> <dev> 

This macro contains the necessary code to open channel 
CHAlSi in mode MODE io device DEV, The channel can he any 
number from 0 - 7 (iL isn't, checked). The mode should be one 
of the usual values [i.e. 4=n?ad, 8=wrile, ale.). The device 
should be the address of the start of an ASCII string holding 
the device name [eg. "S:", "D1:FILE-.TXT".. etc.). 

CLOSE <chan> 

This macro closes channel CHAN, again the channel can be 
any value from 0 to 7. 

NOTE <chan> 

This macro is fur use with the "Dr" device, it returns the 
read/write position in the file currently opened on channel 
Cl IAN. To obtain the position bytes use the following lines of 
code (after the macro); 

LDA ICAX3.X 
LDA ICAX4.X 
LDA ICAX5.X 

How you should interpret the bytes will depend upon which 
DOS you are using, e.g. In DOS 2.5 ICAX3,4 hold the sector 
number and ICAX5 the byte offset, (ICAX3-5 may be defined in 
your SYSTEXT file, if they are not you will need to define them 
you rself). 

POINT <chan> <b! ’> <h2> <b3> 

Point is the reverse of Note iL sets the position of (he read/write 
pointer in the opened file. The position is specified in Lhe three 
parameters; Dl. B2 and 133, The reason that I decided to use 
this format Is that I use both DOS2.5 and Sparta DOS and 
each interprets the hyics differently. 

WRITE <chan> <maxlen> <bufadr> 

This is the next major macro, it ran be used Lo write out text 
messages (with CR] to channel CHAN of length MAXLEN, 


Paul Abbot has some 
handy routines for those 
of you who like to dabble 
in machine language 

where Lhe message starts at address BUFADR. If the text 
contains a CR character before the end. the system will only 
print up to the CR omitting the rest of the text. 

READ <chan> <muxlen> <biifadr> 

This macro Is equivalent to the BASIC command INPUT, it can 
he used to read a line of text (terminated by CR) into a buffer 
which starts at BUFADR from channel CHAN, where MAXLEN 
represents the size of the buffer. 

PUT <chan> <lert> <bufadr> 

This macro writes a fixed number ol bytes (LEN) to channel 
CHAN from buffer BUFADR. 

GET <chan> <len> <bufodr> 

This macro is the reverse of PUT, iL reads LEN bytes from 
channel CHAN into buffer BUFADR 

PUTX1 <ehon> <bufadr> 

PLTTX1 is a variation of the macro PUT. With PUT (lie number 
of bytes to write was defined at assembly time but. there are 
occasions when one doesn’t know, at assembly time, how 
many bytes will need to be written. This is where this macro 
comes in. The second parameter (LENADR) doesn'L specify the 
number of bytes to be written but the address at which it can 
be found (1G bit no.). 

GETXI <chan> <lenadr> <bufadr> 

Once again this macro is a variation, (his time of GET. and 
again the second parameter is l he address at which the 16 bit 
length can be found (LENADR,LENADR+1). 

PUTB <chan> <byte> 

This macro Is equivalent to the BASIC PUT statement, ft writes 
a single byte BYTE to channel CHAN. Note: BYTE should be a 
number and not a string, (he assembler doesn't like passing 
si rings as parameters. 
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* Include file containing ail 


LDA#HIGH[%2| 

* CIO 10 operations as MACROS 

; PARAMETERS: 

STA ICBLH.X 

" Ionise with MACRO ASSEMBLER. 

; CHANNEL - Channel number eg 1 

LDA #LOW[%3] 


; PBT-PB3 - Position byte? 

STA ICBAL.X 

* by Paul Abbott (5/12/91) 


LDA#HlGH|%3) 

* - modified (14/1/92) 

POINT: MACRO CHANNEL, Bl, B2, B3 

STA ICBAH,X 

* - expanded (1/8/92) 

LDX#l%1 SHL 4] 

JSR CIOV 


LDA #37 

ENDM 


STA ICCOM.X 


;OPEN 

LDA %2 

; PUT 

; Open a file, tile name must 

STA ICAX3,X 

; Write out a block of bytes. 

; already have been specified- 

LDA %3 

J, 


STA ICAX4,X 

; PARAMETERS; 

; PARAMETERS: 

LDA %4 

; CHANNEL - Channel number eg 1 

; CHANNEL - Channel number eg 1 

STA ICAX5.X 

; LENGTH - Block size. 

, MODE - IG mode eg 4=read 

JSR CIOV 

; BUFER - Address ol data buffer 

; NAME - Address of device name 

ENDM 




RUT: MACRO CHANNEL. LENGTH, BUFER 

OPEN: MACRO CHANNEL, MODE, NAME 

; WRITE 

LDX #[%1 SHL 4] 

LDX #[%1 SHL 4] 

; Write out a line of text, up to 

LDA #11 

LOA #3 

; max.lenglh or EOL character. 

STA ICCQM,X 

STA ICCOMjX 

“ 

LDA #L0 W[%2f 

LDA #%2 

; PARAMETERS; 

STA ICBLL.X 

STA ICAX1 ,X 

; CHANNEL - Channel number eg 1 

LDA #HIGH[%2] 

LDA #L0W[%3] 

; MAXLEN - Maximum length of line, 

STA ICBLH.X 

STA 1CBAL.X 

; BUFER- Address of data buffer 

LDA #L0W[%3] 

LDA #HIGH[%3J 


STA ICBAL.X 

STA iGBAH ,X 

WRITE: MACRO CHANNEL, MAXLEN, 

LDA #HlGH[%3J 

JSR CIOV 

BUFER 

STA ICBAH,X 

ENDM 

LDX #[%1 SHL 4] 

JSR CIOV 


LDA #9 

ENDM 

; CLOSE 

STA ICCOM.X 


; Close a specified channel, 

LDA #LOW[%2) 

; GET 

1 

STA ICBLL,X 

; Read in a block ot bytes into a 

; PARAMETERS: 

LDA#HIGH[%2] 

; memory buffer. 

; CHANNEL - Channel number eg 1 

STA ICBLH.X 

P 


LDA #L0W[%3) 

; PARAMETERS: 

CLOSE: MACRO CHANNEL 

STA ICBAL.X 

: CHANNEL - Channel number eg 1. 

LDX #[%1 SHL 4) 

LDA #HIGH[%3] 

; LENGTH - Block size. 

LDA #12 

STA IC&AH...X 

:BUFER - Address data buffer. 

STA ICCOM.X 

JSR CIOV 


JSR CIOV 

ENDM 

GET; MACRO CHANNEL, LENGTH. BUFER 

ENDM 


LDX #[%1 SHL 4] 


; READ 

LOA #7 

; NOTE 

; Read in a line of text placing 

STA ICCOM.X 

f Return current position in file. 

; into a memory buffer. 

LDA#LQW[%21 



STA ICBLL.X 

; PARAMETERS: 

; PARAMETERS: 

LDA#HIGHf%2] 

: CHANNEL - Channel number eg 1 

; CHANNEL - Channel number eg 1. 

STA ICBLH.X 


\ MAXLEN - Maximum length of line. 

LDA#L0W[%3J 

NOTE: MACRO CHANNEL 

; BUFER - Address data buffer. 

STA ICBAL.X 

LDX #{%1 SHL 4f 


LDA#HIGH[%3I 

LDA #38 

READ: MACRO CHANNEL, MAXLEN. 

STA ICBAH.X 

STA ICCOM.X 

BUFER 

JSR CIOV 

JSR CIOV 

LDX #[%1 SHL 4] 

ENDM • 

ENDM 

LDA #5 



STA ICCOM.X 

; PUTXt 

; POINT 

LDA#LQW[%21 

; Write out a block of bytes, as 

: Set position in tile. 

STA !CBLL,X 

; C_PUT except the length Is memory 



continued 
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MACROS continued 







PUT A: MACRO CHANNEL 

LOCK; MACRO CHANNEL NAME 


; PARAMETERS: 

TAY 

LDX #[%1 SHL 41 


; CHANNEL - Channel number eg 1 

LDX #[%1 SHL 41 

LDA #36 


; LENADR - Address of block size. 

LDA XI 1 

STA ICCOM.X 


; BUFEH - Address of data buffer 

STA ICCGM.X 

LDA#LOW[%2j 



LDA #0 

STA ICBAL.X 


PUTX1: MACRO CHANNEL, LENADR, 

STA ICBLL,X 

LDA #HIGHf%2] 


BUFER 

STA ICBLH,X 

STA ICBAH.X 


LDX #[%1 SHL A] 

TYA 

JSR CIOV 


IDA #11 

JSR CIOV 

ENDM 


STA ICCOM,X 

ENDM 



LDA %2 


; UNLOCK 


STA ICBLL.X 

; GETA. 

; Unlock disc file. 


LDA %2+1 

; Read in a single byte. 

J, 


STA ICBLH.X 


■ PARAMETERS; 


LDA #LGW[%3] 

■ PARAMETERS; 

; CHANNEL * Any closed 10 channel 


STA ICBAL.X 

; CHANNEL - Channel number eg 1 

; NAME - Adr of file name 


LDA #HIGH[%3] 




STA ICBAH.X 

GETA: MACRO CHANNEL 

UNLOCK: MACRO CHANNEL NAME 


JSR CIOV 

LDX #[%1 SHL 41 

LDX #(%t SHL 4] 


ENDM 

LDA #7 

LDA #36 



■ STA ICCOM.X 

STA ICCOM.X 


■ GETX.1 

LDA #0 

LDA #LQW[%2) 


; Read in a block ol bytes into a 

STA ICBLL.X 

STA ICBAL.X 


; memory buffer. 

STA ICBLH,X 

LDA#HIGH[%21 


■i 

JSR CIOV 

STA ICBAH.X 


; PARAMETERS: 

ENDM 

JSR CIOV 


; CHANNEL - Channel number eg 1, 


ENDM 


; LENADR - Address of block size. 

;RENAME 



; BUFER - Address data buffer. 

• Rename disc file. 

; FORMAT 



; 

; Format disc, dive number held in A. 


GETXl: MACRO CHANNEL LENADR, 

; PARAMETERS: 



BUFER 

; CHANNEL - Any eloaed 10 channel 

; PARAMETERS: 


LDX #[%1 SHL 41 

■ NAMES ~ Adr ol OLD.NEW file names 

5 CHANNEL ■ Any closed 10 channel 


LDA #7 


; DRIVE - Drive \o format eg."D1 


STA 1C COM,X 

RENAME; MACRO CHANNEL NAMES 



LDA %2 

LDX #[%1 SHL 4] 

FORMAT: MACRO CHANNEL DRIVE 


STA ICBLL.X 

LDA *32 

LDX #[%1 SHL4J 


LDA %2+1 

STA ICCOM.X 

LDA #254 


STA ICBLH.X 

LDA #LOW[%2] 

STA tccoy.x 


LDA #LOW[%3] 

STA ICBAL,X 

LDA #LOW[%2] 


STA ICBAL,X 

LDAXHIGHM 

STA ICBAL.X 


LDA #HIGH[%3] 

STA ICBAH,X 

LDA#HIGH(%?] 


STA ICBAH,X 

JSR CIOV 

STA ICBAH.X 


JSR CIOV 

ENDM 

JSR CIOV 


ENDM 


ENDM 



; DELETE 



; PUTS 

; Delete (Erase) disc file. 

; PRINT 


; Write out a single byte. 

; 

; Print a line of text on channel 



; PARAMETERS: 

; 0 with EQL. 


; PARAMETERS; 

; CHANNEL - Any closed IO channel 

J. 


; CHANNEL - Channel number eg 1 

; NAME - Adr of file name 

; PARAMETERS: 


; BYTE - Byte to write. 


; TEXT - Text to print. 



DELETE; MACRO CHANNEL NAME 



PUTB: MACRO CHANNEL, BYTE 

LDX #[%1 SHL 4] 

PRINT: MACRO TEXT 


LDX #[%1 SHL 41 

LDA #33 

LDX #0 


LDA #1V 

STA ICCOM.X 

LDA *9 


STA ICCGM.X 

LDA #LOW[%2] 

STA ICCOM 


LDA #0 

STA ICBAL.X 

LDA#L0W[LSTR ■%*’] 


STA ICBLL.X 

LDA#HIGH[%2] 

STA ICBLL 


STA ICBU-LX 

STA ICBAH.X 

LDA#H1GH[LSTR '%11 


LDA#%2 

JSR CIOV 

STA ICBLH 


JSR CIOV 

ENDM 

LD A # LO W[? 1 % K] 


ENDM 


STA ICBAL 



; LOCK 

LDA#HIGH(?1%KJ 


; PUT A 

; Lock disc file. 

STA ICBAH 


; Write out a single byte, in A. 

J 

JSR CIOV 



; PARAMETERS: 

JMP ?2%K 


• PARAMETERS; 

; CHANNEL - Any closed 10 channel 

?1%K: DB l %1' 


; CHANNEL - Channel number eg 1 

; NAME - Adr of file name 

?2%K: 




ENDM 

• 
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* CIO.INC Demo program 

* Check If entered file exists, 

* 

* by Paul Abbott (4/6/92) 


INCLUDE DtClQ.INC 
ORG S40GG 
START: 

PUT 0 P 24. Ml ; Print prompt on 
; screen 

READ 0, 30, BUFF ; Get tile name 

PUT 0 f 6, M2 ; Option prompt 
GETA 0 
CMP #'D S 
BNE NDEL 
DELETE 1, BUFF 
JMP EXIT 
NDEL: CMP #V 
BNE NLOC 
LOCK 1, BUFF 
JMP EXIT 
NLOC: CMP rp' 

BNE NREN 
RENAME 1, BUFF 
JMP EXIT 
NREN:CMP#’U n 
BNE NULOC 
LOCK 1 P BUFF 
EXIT: BMI ERR 
NULOC: RTS 
ERR: PRINT I/O ERROR ; 

RTS 


Ml: DB 'Please enter file name :' 
M2: DB "Option :' 

BUFF: 

END START 


PUTA <chan> 


* CIO.INC D-emo program 

* Enter drive and format it. 

A 

* by Paul Abbott (7/6/92) 


INCLUDE D:CIO.INC 
ORG S40D0 
START: 

PUT 0, 16, Ml : Print prompt on 
; screen 

READ 0, 5, BUFF ; Get file name 

FORMAT 1, BUFF ; Format drive 
BMI NOFILE 

WRITE 0, 40, M2 
LDA #7 
PUTA 0 
RTS 

NOFILE: 

WRITE 0, 40 P FNF 
RTS 

Ml: DB ’Enter drive name 
M2: DB 'Format OK’,S9B 
FNF DB 'Format fa(L\S9B 

BUFF: 

END START 


" CIO.INC Demo program 
' Check it entered file exists. 

- by Paul Abbott (1/8/92) 


INCLUDE D:CIO.INC 
ORG S40DD 
START: 

PUT 0, 24, Ml ; Print prompt on 
; screen 

READ 0, 30, BUFF ; Get file name 
CLOSE 1 

OPEN 1,4, BUFF ; Try to open tile 
BMJ NO FILE 

PRINT FILE FOUND ; One way of 
JMP CLOF ; printing a 

; message 

NOFILE: 

WRITE 0, 40, FNF ; Another way 

CLOF:CLOSE 1 
RTS 

Ml; DB 'Please enter file name 
FNF: DB 'File not found", S9B 

BUFF: 

END START 


FORMAT <chan> <drine> 

DOS Function disk format, CHAN can be any closed channel 
and DRIVE should point to Lhe text string specifying Lhe drive 
to format, e.g, ' 02:7 


PUTA sends the contents of the accumulator to chan lie I CHAN. 


The byte written by PUTA Is determined at run time whereas 
Lhe byte written by PUTB Is defined at assembly time.. 

GETA <dictn> 

GDTA reads a single byte from channel CHAN and returns with 
it in the accumulator. 

RENAME <chan> < names > 

"This macro provides the standard DOS function, rename. 
CHAN should be any closed channel, and NAMES should be 
the address of the text string holding the old and new names, 
iri the standard format L. "Ill :OLIJ. NAM, N EW.NAM' ' 


PRINT <text> 

The macro sends the text string TEXT) to channel 0 (screen), 
similar to write. With the WRITE macro the text siring had to 
be stored in memory and its address passed to the macro, with 
PRINT the string itself is passed, and the macro deals with 
memory allocation Ibr the string. The major limitation with 
PRINT' Is that quoted sLrings cannot be passed as parameters 
(the assembler doesn’t like them) so ail strings of characters 
wall be printed in uppercase, 

The last instruction of each macro is "JSR CIOV" and so after 
the macro the Y register will hold the status code and the ve 
flag will be set or clear. To detect errors simply use Lhe normal 


DELETE <cftan> <rcame> 

DOS function delete, again CHAN should be closed and NAME 
should point to the name of the file to delete, 

LOCK <chaa> <nam£> 

DOS function file lock, for parameters see delete. 

UNLOCK <chan> dtcmie> 

DOS function file unlock, parameters as delete. 


CIOV error detection code. 

This is not an exhaustive list of CIO macros Just the ones I 
have found useful to develop. I had a few problems while 
developing these macros, there seen] to be a few unwritten 
rules, biit in their current form they work. Type them in 
exactly as they arc printed and you should have few problems, 
i have also Included a few example programs demonstrating 
the macros in use. 
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XL/XE TYPE- 






M ix ’n’ Match is a simple enneen I ration" type game 
which uses an An Lie 4 screen and redefined charac¬ 
ters in the shape of chess pieces. The aim of (he game 
is to find - and match - .groups of pictures which arc hidden 
behind boxes on the screen. In this version you must match 8 
sets of 3 chess pieces - white knight, white pawn, white rook, 
black rook, white bishop, black bishop, white king and white 
queen. 


USING THE PROGRAM 


When you run the program you will see 24 boxes on the 
screen, in 4 rows of 6 each. Use a Joystick to move the flashing 
square over Lhe box you vvanl and press lire to reveal the 
picture beneath. Do Lhe same again for 2 more boxes of your 
choice. 11 all 3 pictures match, the chess pieces will slay on lhe 
screen; otherwise the pictures are concealed again. The game 
continues until you have found all 8 groups. A panel al lhe 
light of the screen shows both the lime taken arid the number 
of groups matched at any stage of the game. You are given a 
"Play Again’ option when the game is over. 

by 

Ann O’Driscoll 
and Phil Cardwell 


HV 

IC 

Vt 
T J 
ET 
CU 
U* 
IF 
EC 
TY 
KB 

Y A 

Id 

MB' 

GH 

UK 

OG 


00 

fv 

PE 

OK 

GC 

KM 

CM 

HQ 


J5 

PO 

YH 

UI 
HT 
E a 

UY 


IS 

VJ 


10 REH K- lM I MKMMMHMHMMMl Ii tKMXK l tMltU N HfrKT l K 


20 REM * HIH 1 N' MATCH * 

30 REM * by * 

-10 REH * Phil Cardwell & « 

58 REh * Ann Q'Briscoll * 

60 REM —-■------* 

7D REM * HEW ATARI USER - OCT 1993 * 

80 RE h mm N mniumKSHHWHHyMW M H H HH HM H H -H 
100 DIM CCS £18241 : GOStfft 790 


118 PHMfl VLR-J.54 ft i PHDLl-lbJ6: GO SUB 7ft0 
128 B0H=51ft:Mrt~0:PH0-3 2 sPY0 — 4O!ttP8 = S32 


48 : SCOR£=e : TTHE=fl 

13fl HIM B $ £ 31> , B £ 2 4 J ,PS T56J , A$ C71 , E J tl 
OJ ^Jtiai ,PAGCLRS428) 

148 £$~"i -p-: FS-* W" ... A '* 

158 P5 = ,, ai. + <-*Cd^ fJr^-4-^Ki jlri-f-kliin+t ^gocfr 

+<tpost*t+£diJ0+t+w3(yzli<-t 

160 f H 7 + + ^ 7 4 


A" 


170 PAGCLR£-*'hh^aha3hh: 
GK3*"i POGCLH-ADft CPAGCL.H53 


M) L.C*rKMPt fLhd 


1B0 FOR H~L TO 24:BCM3=0:HEHT K:FOR PI 
C“I TO 8:rOR N — 1 TO 3 : 0-1H E tRND £03*74+ 


11 


190 It THEN 220 

20B R-B+l^IF 0>24 THEM B=i 
210 GOTO 199 

228 BEBJ-PIC:HEHT H;HEHT PIC 


Pt, AYER MISSILE SET UP 


240 GRAPHICS 0jPMB-0KCINTtPEEK(74237B3 
-±J;PMBA5E=PMB*256:POKE 54279,PHU 
258 H=U5HCPAGGLU,PMBASE,BJ 


268 RESTORE 27ftlFDA K~0 TO 15:READ 0:P 
OK E PMBA5E+M,D:KEHT H:TOR M-O TO 15:RE 
AO D : POKE PMBASE+20 + K, t> : HEHT H 
278 DATA 2 55,129,129,129,129,129,12?,1 
29*129,129,129,129,129,129,129,255 
20 0 OAT A O P 0 , ft, Q, O H B, 0,0,0 * B, Oj B, 8, Q„ 8 

,a 

290 POKE 704,6: POKE 54256*0;POKE 559,5 
ftrPPKE 53277,2:POKE 523,4 


GAMF 5CPEEM 


POKE 32,0!POKE 752,1:POKE 756„MTOP 
32G POKE 708,4.44 (POKE 709,12;POKC 718* 
OlFQKE 712,165 

330 DC-PEEK£5681*256*PEEK£5*13!POKE DL 
+3*PEEKCDL+33+2:FOR N = G TO 24IPOKE 0L+ 
H,PEEKtDL+H3+2;HEHT N 

34« POKE DL+i,248:POKE 54286,64!GG5UB 
690;POKE 54266,192 

35ft FOR C -ft TO 25 STEP 5:FOR ft-0 TO IS 
STEP 5 :POSITION C,8+R|? & § : NtX T R;MEM 
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T C 

ZM 360 FOR N~0 TO 10 STEP IMPOSITION 27, 
NS? E$!POSITION 27,7+N:? F5:NEKT H 
QH 376 FOR N=i TO 11 STEP L8:FOP H=6 TO 7 
S POSITION 27,H+Ns? POSITION I0,M+« 

!? 'ViKEHT M:HEHT H 

SB 300 POSITION 32,4:7 "MIH" I POSIT T ON 32, 
5:? "*N 1 " : POSITION 31 J 6;' > "MATCH" 

ICE 370 POSITION 31,13:? "GROUPS" I POSITION 
33,14:? KM 

KM 400 POSITION 32,10;? "TIME" 

HQ 410 GQSUO GOH;Al-P:A2-H:A3 = Y:04“I;0 III 
— - B ElJ 

Lt 420 GUSU6 BOH; Bl-P1fflZ-K:B3-Y:B4-I:DCIJ 
=-B Ml 

KM 430 GOSOB BOH:01-PlC2-HlC3 = Y:BCA43- 0 t 

043 :PCR 4 J=-B£04J 

HO 440 FOR 0-1 TO IS:H EH T D:IF Al-Bl AND 
01=01 TH£N 470 

LC 450 H = ft2 : Y = A3 : GOSUH 460 : K-B2 : Y - B3 : CO 5 El 
B 460 ; H = C2 S ?=CX : G0S13B 460 : GOTO 410 
EE 460 POSITION H,Y:7 BS : RETURN 
HE 470 BEA4 3-0;B£B43-»iBCl1-0:MM=HM*1:POS 
ITION 33,14:? MM:TOR D-l TO 4 tSOUND 0, 
20,10,0 ± FOR 00 = 1 TO S:NEXT DD 
EG 400 SOUND 0,0,O,0:NEKT O:IF MM"6 THEN 
GOTO 630 
NO 470 GOTO 410 
CU 500 REM 

FP 510 IF NOT 5TRIGC05 THEN 570 
AK 5Z0 S=STICIC £03 : IF 5-15 THEN 500 
NT 530 H = USff CPMMCVER, FW0ASEFZO, PMBASE + ltlZ 
414 PY0,165 

MG 540 PHO-PH0+20* IS>4 AND S<8 AND PH0<14 
63-Z©*tS>B AND S<12 AND PH®>52J 
MO 550 PYQ=PY0+4ft«£S=13 AND PYO ( 1603-40*£ 
S—14 AMD PY0>401 

EM 560 TIME—TIME*1:POSITION 32,17:7 INTCT 
IHE/10J i K = tlSfl EPMHQUER ,PHBA5C, PMBASE+18 
24+PTB,16 1 

BZ 570 POKE HPO,PHB:rOR D-l TO 15:NEKT D: 
GOTO 610 

FLI 500 REM — PICK A SQUARE BIT — 

AL 530 H-(PK0-H21 /4 !Y—CPV0-463 /&i 1-IHT £ Y7 
53*6+ihtCH/53*1:IF B£I3<A THEN 520 
EG 600 P=BCII!A$"P$C7*CP-i>+1,7*PJiPOSITI 
ON K+l,Y+ls? AS:SOUND 0,72,18,O:FOR D- 
1 TO 15;NEKT D:S0UHD 0,0,0,0 
ZE 610 RETURN 

AP 620 REM Cl — 

HY 630 POKE 53277,B!POSITION 7,22:? "PLAY 
AGAIN Y7N?" 

ZU 640 CLOSE 03 SOPEN 03,4,0,”KS" 

MM 650 GET U3,K:IF K <> 78 AND KO07 THEN 6 
50 

IN 650 IF K=63 THEN RUN 

HT 670 GRAPHICS 0:POKE 02,Z:P0KE 752,»:CL 
R l END 
SK 6S0 REM 

KB 670 DLI1-INT EFDDLI/Z56J :DLXZ-PODLI - Z56 
MDLZ1EPOKC 512,DLI2iPOKE 513,DLT1:RETU 
RN 

UU 700 RESTORE 720:FOR A=153B TO 1626:REA 
D B : POKE A, It: NEXT A : RETURN 


HI 710 REM HOUL>Iikf:KfrJ 
EF 7Z0 DATA 142,16,260,64 
CU 730 REM ■ aiW'Vi T:M JS CT 

JK 740 DATA 104,201,3,205,01,104,133,775, 
104,133,2 24,104,13 3,2 27, I 04,133,2 2 6,10 
4,133,227 

OS 750 DATA 104,133,220 * 167 *0,133,230,133 
,231,166,177,224,146,226,24,167,1,161 
DG 76* DATA 224,133,224,167,0,101,225,133 
,22$,24,167,1, ±61 ,226,133,226,167,9,18 
1,227,133,227,24 

FA 770 DATA 167 ,1,101,230,133,230,157,0,1 
01,231,13 3,231,24,165 , 226,177,230,2 08, 
20b,165,229,197,231,2*6,2*0,76 
UK 770 MTOP=PEEKC1G63-4 
ZM 000 POKE 106,MTOP-4:GRAPHICS 0 
CM OlO D = PEEK£1401+PEEK£1413*256:R-PEEKtl 
34]+PEE K£1355 *256 

UK 820 D_MrQP*2S6-D:R1 = INTCQ725&1 :T-0-R1* 
256 

OF OJ* POKE R + 2,f:P0KE R+3,Ri 
MA 040 CCS CL..EW C CCS 1 + 1] -"»**?*»**? ' 1 * 1 T 1 ff 
ff MUHMfeeppppTTt’hniHlri'hi m-gpgopp* 

QfJUUffttVfWV H 7 

KJ 050 CCS ELENECC*J+ll-"*f OKflMUM-M 

f #w4A-0*MMH V*VW*V¥VA"MMP/" 4-0 + e TT?3 3 3 T » 
YP* <■ - * ?YP?3 J • J 3?*" 

TR 060 CCSt*FN+1>-"N0033? J ¥*?0? J 3?** 
7 0?3 3?**?J JU 4 *7 , 73?33?*'P?3? J - t ?TYY 1 * ? ■ 1 

ff^JJ.fJJ.0/* *CI-L" /VTWi *#4 

FH 670 CCS ILEH1CC5J 413 = i, *0- Li -*-04** < f* 

<fnA*>T4 , ?33?33B*?3?33?«?3O0I?¥»<3333 < 
W 7 6 £00? ? 0 O ** YY? * 0 3 3 Y 1 * 

VF 000 CC4J(Le8(CCS> + U - H «J?333ff? ,Bi * ?« 
? J JJ 3?**33?<33**000flB^**3?T333Y*?3S333 
**?3333?T’P?3 3?O0**733 33? r ** 

MS S70 CCStLENtCCS]+13^' , *?3 3<i3Y»?0?JJ?** 
?■■■“■ P»33333?*«333?* PY3333 * 33 

**3 3?" * " »*?J 4 
BZ 7*0 CCS ILEN fCCSl+U 
Jft*C 

*»*lIlHKJ-tS SSSS 1 i ■■>»* ’> 

PY 710 CCSlLENtCCST + U -"SSKKIHHPYIMFUUIXj*^ 

PPPPPPTTtwi hHmn PTPOGPT 
P h h 37 «UUGPPPP run H 11 mmrmm" 

hd 726 rr*ti rn rrr^T mi —thitth— i— 

**UUT1MPYT^TTH H HI ^■B"5-jHH"B"S-4 J S w «**NH 4 4 TTff 

DM 93* CCS<LEN£CC$3+13+ 

vkkiklL rrmx; 11 

Ft* 740 CCStGENCCCSl * 13 

I I | IP >11 I I 11 l«k I 

1 I kkk" | —| kVk****- 

RR 756 CCS «LEN CCCS3 +13 I 111 U I iW^M 11 I 

kkkk** k I kJk t kk*****OI 

■hi hh H-G-s-s-cePeeh► hn wmm” 

OU 760 CCS fLEN £CCS J +11 = "00GPPPTTN* r rwi n • 
*DDTTPP¥4.<< i x | n fX0 

»■f JL T^f4-4TM , 

UL 770 CCSCB11,0115=CHRS£341:CCS£812,0123 
-CHRS£343 

PH 700 POKE 750,MT0P:RETURN 
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XL/XE SUPPORT 



W ho's supporting your Atari? Is there anyone left? 

Well, yes ■ but you have to Look a bit harder than 
before. The recent demise of both Robert Stuart’s 
Excel arid BaPAUG's 8:16 publications was a set-back for Atari 
users but thankfully there are still certain dedicated, enter 
prising Individuals who help to ensure that the world's most 
revered 8-blt micro cannot be forgotten. Two such conscien¬ 
tious Atari an s are Stuart Murray and Dean Qarraghty. whose 
efforts have done much to safeguard (he continuing existence 
of Atari 8-bit support in the UK, 


BACK TO THE FUTURA 


Stuart Murray’s Futura magazine has been mentioned in 
these pages before (early issues can be obtained from Page G] 
but iL well deserves another since tire quality of its content has 
maintained, if not exceeded, the standard set by the first few 
editions. Despite the pressures cl University, work and many 
other things. Stuart has continued to head up the North Of 
Scotland Atari Users Group (NOSAUG) and produce FuLura on 
a reasonably regular basis, in addition to providing services 
such as a PD library for tape and disk users. Stuart takes 
great pride in tracking down the best PD software for inclusion 
in Futuna and has unearthed some cracking programs, Futura 
itself is no longer public domain and is available only by 
subscription - an understandable measure given the lime and 
expense involved in the magazine’s production. Cassette users 
don't miss out as the software (where appropriate) can also be 
obtained on tape, with or without a hard copy of the editorial 
matter. Just in rase you’re not convinced of Futura's good 
value, it’s worth ninning through the highlights of some recent 
issues. 

Futura 5. side A, bools up with a picture of an Atari 130XE 
before presenting a joystick-selectable menu of twenty-four 
Items, fifteen of which are document files. To view these, veu 


Paul Rixon checks to 
see who - apart from 
Page 6 - is still out there 


WHEN YOU 

must load in a Basic viewer program which direcLs the text to 
screen or printer as required, There Is a fairly lengthy and 
chatty editorial and a separate overview of the disk’s content. A 
news column carries details of software releases, user groups, 
retailers and publications whilst other 'regulars’ Include soft¬ 
ware reviews (Page G's Hypnotic Land is the subject of scrii- 
tiny}, games hints (more Hypnotic Land . ..) and a section for 
VCS users. An article on protecting software - first printed in 
the old Atari User - Is featured along with extracts from Bill 
Garris's excelleni bonk for beginners. Inside Atari Basic. For 
gamers there is a puzzle called Gumboils - though you may 
find Lhc screen (ext rather bard to make out. No such prob¬ 
lems though with Paul Lay’s brilliant Roulderdash clone Mun- 
chy Madness, which appears here alongside a German ’scrol¬ 
ler' demo and a PD version of Activision's Ballblazer. There are 
several other fillers but the highlight of the disk is most 
certainly Desktop 1.5. a shareware replacement operating sys¬ 
tem for the 8-bit. This provides pull down menus, windows, 
built-in disk functions and many other Innovations. If can be 
used to launch standard Basic and binary files without fuss, 
and so compares favourably with recent commercial offerings. 

On FUtura 6 the boot picture is an 800XL and this time there 
are twelve slots on the opening menu. Apart from the usual 
news and editorial Items, the files on side A consist of Colour 
Helper - a visual guide to POKE and SETCGLOR values, a 
game called Spoder from a German Atari user club and an 
enjoyable two-player game called Capture The Flag (though not 
the superb 3-D version from Sirius!)- The flip side Is devoted to 
Turbo Basic and presents live programs Horse Racing, Ran¬ 
dom Music Maker, Word Counter, Loan and HexaUeri along 
with relevant documentation files. 

Futura 7 is, once again, brimming with goodies. Among the 
document files you’ll find reviews of Dark Chambers and Oper¬ 
ation Blood, the latest news in the 8-blt world (the Brundles ,,, 
coming soon?), an introduction to Oasis Design, some DIY car 
repair hints using only Atari hardwaref!) and the background 
story of a rather rare comic called Atari Force. On side A 
there’s also a version of the Yalitzee dice game called Five Up 
and a ’fun' program which might just catch you out. Insert the 
disk the other way up and you’ll discover a neat educational 
game from a Futura subscriber, an excellent PD example of 
draughLs (or Checkers as Americans like to call It), a kaleido¬ 
scope program that lets you alter various parameters to experi¬ 
ment with patterns, a rather clever ten-pin bowling simulator 
and a frenetic clone of the alien blast-up RoboLron. Finally, 
there's a utility called VTEX that displays document files wi(h 
(be benefit of many advanced features. As you can see, the 
content of Futura is sufficiently varied with each release to 
ensure that there's something to interest everybody. Contribu¬ 
tions from readers are encouraged and free It) software is 
offered to the authors of those items published. 
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HERE IS THE NEWS-DISK 

Meanwhile, Doncaster's Dean Garraghty has, like Stuart, 
completed his University degree and has decided to take the 
brave plunge into full-time support of the Atari 8 bit. Dean 
Garraghty Software, or DOS, is a new venture but its artivilies 
are an extension of services I hat Dean lias been providing for 
several years, DGS offers a PD disk library, sales of commer¬ 
cial software including Dean's own Digi-Studio package and a 
range of imported Power-Pcr-Post items (sec reviews in last 
issue's NAU), sales of second-hand hardware and software and 
a regular disk-based publication called the News-Disk. The 
News-Disk was born in 1891 and intended as a medium for 
distributing detailed reviews and listings of the PD library-. 

With access to worldwide computer networks at University, 
Dean was able In expand the disk and include articles from 
countries such as the United States. It is now received by 
many readers, both by subscription and by the wonders of 
world-wide electronic communication. A program or two is 
often thrown in for good measure, but as Its name suggests the 
News-Disk Is more concerned with the communication of 
knowledge than the distribution of software. To illustrate the 
typical composition of a News-Disk, well briefly examine Lhe 
subject matter of the Iasi few issues, 

The 1 1th News-Disk contains many lextual files covering 
topics such as the Alternative Micro Show, what to do with an 
810 ("fitted with a small pair of wheels your 810 would make a 
rather nifty skateboard" ...) and revelations of how the News 
Disk is created. There is a well researched article concerning 
versions of DOS available for 8 bit machines, a hardware 
modification for 256K users who don't want to hang around 
waiting Tor (heir memory Lo clear and a humorous article, 
reprinted (with distasteful sections removed) from The Grim 
Reaper', about European bureaucrats standardising the Atari 
menu format. 

Digitised strains of happy birthday to you 1 feature in the 
introduction to issue 12 of the News Disk, signifying two years 
of continuing publication. DGS recently imported the PPP 
games Glaggs It and Mine Sweeper, and reviews of both appear 
here along with detailed information of the Quick Program¬ 
ming Language and SAM Desktop system. Other articles 
address the use of the joystick ports and the creation of 
string-based fonts, whilst there Is a chance to win copies of 
Dlgl-Studio and other software prizes (alas, the deadline for 
entries has already expired!). Program files accompany the 
foil is article and also include a Simula Lion of running a motor¬ 
bike manufacturer. The DGS PD catalogue is listed on side B. 
comprising a total of 165 disks, Several of these are demo 
versions of commercial products, so are well worth Investiga¬ 


tion if you prefer Lo sample products before committing hard 
earned cash. 

As well as a lengthy editorial, issue 13 of the News-Disk 
contains reviews of PPP's game Rubber Ball (which coincide¬ 
ntally is also marketed by DGS!) and the Yorky 256K upgrade, 
a classic product that can still be obtained. Elsewhere there's 
an Informative article on the internet and what those strange 
e-mail addresses are all abend, the slart of a general series 
about Atari 8-bit gaming and a regular section of advertise 
merits. Program hies comprise a utility for RAM BIT users Ihat 
copies Turbo Basic files from last tape to disk or vice versa, a 
text-based simulation of the civil war - noL one of the high¬ 
lights! - and a scroller demo (shame about the language). Side 
13 of the disk is, as usual, reserved for details of the additional 
services provided by DGS, There are clearance bargains of new 
and used hardware, software and hooks plus cheap blank 
disks. Assistance is offered in transferring files between PCs 
and At arts and in digitising audio taped sounds using I he 
Replay sampling system. Readers’ submissions are, of course, 
encouraged and products which could be commercially de¬ 
veloped are also sought. 

DON’T DELAY, BUY ’EM TODAY! 

The conclusion has Lo be that if you arc serious about your 
Atari and want to be up-to-date with the latest news, opinions 
and reviews, you should waste no time In getting your hands 
on copies of Futura and the News-Disk, If you want a regular 
supply of high quality PD software (hen Future is hard to beat- 
By subscribing to both you will help to secure lhe future of 
your computer and, aL the same time, enjoy the delights of two 
commendable publications Irom genuine enthusiasts, SLuart 
Murray arid Dean Garraghty deserve every success for their 
valuable contributions to Atari history. 


USEFUL INFO 

Futura is produced by Stuart Murray. NOSAUG . 71 Walker 
Rood. Torr'p, Aberdeen, ADI 3DL, Scotland. Disks coat £ 1.95 
each or£l 1 for a 6 issue subscription, cassettes are £3,95 each 
or £11 for 3 issues. 

Dean. Garraghly Software can be reached at 62 Thomson 
Avenue r Bcilhy. Doncaster, DN4 0\'U or by telephone on (0302) 
855026. A subs crip Lion to the News Disk costs £5 jbr 4 issues . 
Please note that the road number for DGS given in last issues' 
PPP reviews was incorrect. 
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XL/XE UTILITY 

TOOLKIT 


I f you have written programs in ATARI BASIC, I am sure 
you must have noticed the Sack of lime editing commands, 
such as line deletion and line renumber. Although there 
have been programs to carry mil these tasks using a USR call, 
ids not quite the same as having the actual BASIC commands. 
With these commands in mind I set about writing a program 
Lhut would not only add these commands to the ATARI BASIC 
repertoire, but also provide twelve extra commands, some 
more useful than others. 

As the listing contains a lot of machine code. It is important to 
save a copy before running and if possible, to cheek the 
program with the TYPO Til utility. 

When you run the program listing you will be able to modify 
editor display colours and margin limits, before finally creating 
the autoboot toolkit file. 


DISK USERS 


All disks should be formatted with ATARI DOS 2/2- 5- 'ibis is 
because the boot disk ultimately created, will make use of the 
area of memory known as shadow ram, locations 40960 - 
65535. DOS's such as DOS XE/SPARTADOS use Ibis area of 
memory tor I heir own purposes and therefore cannot be used 
with the toolkit program. It is important that, the disks you use 
for the listing and the boot file arc formatted using the same 
density option. 


MAKING THE BOOT FILE 

Once run, you wilt be asked to select either tape or disk then 
you will be prompted to modify I be default display colours 
using Lhe START/SELECT/OPTION keys. How about a nice 
purple border with green background, lovely! 

Next it’s the left /right margin values. Although you may use 
any values within the allowed range, 1 recommend keeping the 
right margin at 39 and lhe left margin at either 0 or 2{deEault]. 

Next, you should follow the on-screen instructions for creat¬ 
ing the autobooL file, remember to use a newly formatted disk 
or a eassetLe at least five minutes long. 


LOADING THE TOOLKIT 


Cassette users should switch on with the START key held 
down, whilst disk users should place (he booL disk in the drive 
and then switch on the the computer. 

Once Lhe disk version has loaded you will be asked to place a 
DOS 2. 5 disk, containing DOS files, in the drive. Pressing ESC 
at this point will skip DOS loading, equivalent to turning the 
computer on with the drive turned off. 1 included this feature 
at the testing stage, so i would not have In swap disks before 


Steve Lakey's excellent 
utility adds several 
extremely useful 
facilities to Basic 
including an automatic 
TYPO checker 


testing the commands. 1 have left this feature in the program, 
as it provides quick access to the commands, negating the 
need to find a DOS 2. 5 disk. 

For those interested, the toolkit requires only 185 bytes of 
user ram. 


USING THE TOOLKIT 


Any of the following commands that take parameters should 
Slave a single space character inserted between the main com¬ 
mand and the first parameter. Any error in syntax will be 
reported with an error message, whilst illegal parameters will 
be signalled by an audible tone. 


COMMAND PARAMETERS 


1. TYPO NONE 

Invoke the TYPO HI error checker. To use, list the llne/llnes 
that you wish to cheek, position cursor on a line and press 
[RETURN]. A two character code will appear on t he Lop line: 
which should be compared with the code printed in Lhe 
magazine. Any differences In tine code represent an error in 
that particular line. This command also disables all other 
commands. Press RESET to reinstall the commands. 

2. CODE PI (Range.O - 255) 

Displays lhe error message equivalent to the code in PL 
Any rode without ail accompanying message wall display a 
">See: Manual. " message. 

e.g. CODE j 7 
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3* LINES NONE 

Toggles a blank scanline under each text line. Improving 
I he readability of the display, Pressing I^ESET will give you 
a normal display. 

4. NOISE OFF NONE 

Disables the keyboard dick, 

5. NOISE ON NONE 

Enables the keyboard click. 

6. MEMLO PI (Ronge:initkd setting - 65535) 

Alters the MEMLO pointer. Raising JVIKMLO above it’s initial 
value, found by typing INFO, will reserve memory which 
cannot be corrupted by BASIC. MEM 1,0 should always be 
higher than it's initial value. Lowering it below this value 
could cause the computer to lock-up. Raising MEMLO de¬ 
creases the amount of memory available lor your program. 
Changing MEMLO erases the program currently in memory. 

7. INFO NONE 

Display program size, free memory and the MEMLO setting. 
Program size will never be zero, as it lakes into account the 
butler where commands are entered. 

8. TRASH NONE 

Erases the 185 byte driver from memory; permanently dis¬ 
abling the extra commands. It wilt not effect any BASIC 
program currently in memory. 

9* DIR PI 

Produces a disk directory without Lhe need to enter DOS. 
The parameter should be a drive identifier, followed by the 
file specifier. 

e.g. DIR DS: m , * or DIR DS:* r CAS¬ 


10. BIN PI 

Converts from binary- to decimal or decimal to binary'- De¬ 
cimal numbers should be in the range 0 - 65535 and binary 
numbers should be limiLcd Lo 16 bits. Binary numbers 
should be preceded with a % sign. 

e g, DIN %1 111 or DIN 129 

15 %10000001 

11. HEX PJ 

Similar lo BIN, except hexadecimal numbers should be 
preceded with a $ sign and limited to 4 digits. 

e.g. HEX SFF or HEX 32768 

255 $8000 

12. DEL PJ, P2 

Deletes lines PI through to F2 Both should be below32768 
and P2 should be greater than Pi. If these conditions are 
not rnct or if PI does not exist Ihen you will hear an audible 
tone. 

e.g. DEL JO, 100 


13, REN PI. P2 

This will renumber lines starting at PI and Incrementing by 
P2. Pi should be lower than 3276® and P2 should be 
greater [ha]! zero. It will not allow renumbering If the new 
line numbers rise above 32767. It will not renumber line 
references such as;-10 L1NE= iOOiGOTO LINE 
Line numbers Surrounded by brackets will noL be updated. 
The screen will blank while renumber is processing the 
lines, causing screen flashes when renumbering small prog¬ 
rams. 

14, CHANGE PI P2 

Replace variable name PI with variable name P2. If P2 
already exists or PI does not exist you will bear an audible 


BACK ISSUES 


The following back issues of 
NEW ATARI USER are still available 


Issue 31 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 
Issue 39 
Issue 40 
Issue 41 
Issue 42 
Issue 43 


Issue 44 
Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 
Issue 50 
Issue 51 
Issue 52 
Issue 53 
issue 54 


Issue 55 
Issue 56 
Issue 57 
Issue 58 
Issue 59 
Issue 60 
Issue 61 
Issue 62 
Issue 63 


DfSKS AF?E A VAILA&LF 
FROM ISSUE 14 ONWARDS 

BACK ISSUES are £2.00 each in the UK fine, post k packing], 
£2.50 for Europe at surface mail elsewhere and £3-50 
for Air Mail outside Europe, Prices include postage 
ISSUE BISKS are for any 48k or 64k 3-bit Atari 
Each disk is £2 95 . Postage FREE in U.K. 

Overseas add £l per order (any number of disks) 

Send your order to 

PAGE 6i P,0. BOX 54. STAFFORD, ST16 1DR, ENGLAND 
ACCESS and VISA accepted. Telephone 0785 213928 


Program 
overleaf ts- 

tone. A $ sign should be added to PI if it is a string. Some 
brackets should be added to F 1 ] If It is an array. 
e.g. CHANGE N$ NAME - String variable N$ to JVAMES 
CHANGE Tfl TABLE - Array name 1'V to TABLE/? 

CHANGE NUM NUMBER ■ Numeric variable NUM to NUMBER. 


PROBLEMS 


If a program uses any shadow ram(4t>960 - 655351 then 
TRASH should be executed before running the program. This 
will ensure lock-ups do not occur as a result of "TOOLKIT code 
being corrupted. As a general rule, if a program contains 
machine code calls, save the program and execute the TRASH 
command. 

If a program containing machine code does not appear to do 
exactly what it should then use the TRASH command. 
Although this should not usually be necessary, I have found 
the INVADERS game in issue 60 of NEW ATARI I..JS Eh: will not 
execute sound effects properly unless you TRASH I he com 
mands. 
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LU 

100 

REH 


NS 

110 

RFM 

* 

CA 

115 

REH 

M 

KP 

.17 0 

REM 

* 

AY 

130 

REM 

* 

IT 

140 

REM 

ft 

N? 

150 

REM 

* 

IH 

168 

REM 

ft 

MI 

17ft 

REM 


D J 

175 

RE ST 01 


AT ARI BftSIC TOOLKIT « 

tfiOOT FI LE CREATOR] * 

By W 

Stephen Lakey * 

-„--- n 

NEW ATARI USER - OCT 1553 * 

-- - „-■ - - - --it 

fKHHK MMM MM 


1Z5J : POKT 752 r l:P0J£E 82,0 


Z fl i&D POSITION 0,0:? "| 




NT 105 FOR BYTE=0 TO 00 : READ- DAT:POKE 153 
6+B YTn ,DAT;NEHT BYTE 

FZ ISO FOR BYTE-0 TO it?; REAP PAT;POKE 170 
B+BYTE,DAT:NEHT BYTE 

CB 155 DIM 10$ tai : IO$- + 'ffl+- Ul3h#":neM CIO R 
outine 

NO 155 REM ;JE*!M>1J* i IM»,i.I TJTM iVM : I*H1 ftlTH 
JK 200 DA 1 A 104,104,133 * 204,104,133,283.1 
04*104,133,205,104 *133,207*104,133, 706 
,160,0*137*232,132,205,177,206 
FO 205 DATA 56,233*40,2 0-1, ,16 , 14 4,2, 233,7, 
24,10*10,10*10,133,20«,200,177,206,56, 
23 3 * 40,201*16,144,2, 233 
T* 210 DATA 7*24, IRJ * 700,133,200,152,72*1 
64,2 OS,105,200,145,203*24,101*232^133, 
232,23 0 * 20 5 ,104 

OP 215 DATA I&B*200*156,205,200,155,56 
MS 220 REM 

FN 230 DATA 104,104,104, 113,203* 32,03 * 220 
,16,3*132*203,56,24,173,4,3,105,120,14 
1 

PD 2 35 DATA 4,3,144,3*2 30*5,3,236,10*3,20 
0,3, 2 38,11 * 3,150,203,208,2 22,5G 
EC 25 5 REM hi ■» i ! ■ J r liTH 1 ■ J.I rTa 
III 300 RESTORE .1004;'DIM CODC$C01!J :BUF-32? 
66 3 LINE —1006:60-0 

AP 305 READ START:IT START-^1 THEN SOW 
JJ 310 READ FINISH:LINE=LINE+2 
ZO 320 IF 60=0 THEN G0=1:GOTO 340 
Off 325 IF START-40 568 THEN OLD^BUFilF IN T 
1BUF/1Z03 K120OBUF THEN 0UF = IirT t CBUF/1 
281+11*120; GOTO 3 4 0:REM 120 bgfe bound 
ar y 

KD 33o BUF-0LP+tSTART-’OLDFINl : REM Set new 
buffer Area 

GG 340 OL0FIN = FINISH : Ot_&-BUf * 1 FINISH-STAR 
Tl {REM Store Current finishing point 
IH 350 POSITION B,2:7 ''Reading Line;";i in 
E 

UH 355 READ CODESSH-USP 1 1536,BUF,LEN1C ODE 
$| , ADR CC0DES3 3:REM Store data 
HJ 360 READ CHECK;IF CHECKOPEEK£2321 THE 
N ? t 7 "ERHUR : Chet k Ljni? " J L I NE : END 
IP 365 LlNE-LINE+2 

IJ 370 BUF-BUF+CLEMfCODES)/2I :FINISHuFINI 
SH-fLENtCODESl/21:IF FINISH!START THEN 
350 

PA 300 GOTO 305 
OK 43? REM 

YO 500 ? ■? "press Q:Tdpe QjDisfc" 

FT 505 OREH Hi*4*0,"fc *" 

CV 510 GET HI* TYPE: IF T YPE <> A5C t" I ■■ J AND 
TYPE<>ASCC"Z"J THEM 510 
5J 515 -CLOSE HI : TYPE^I YPE-4R 

IT 520 ? ; 7 ■ rfTT■ 2 :l4-l-» i:f*i I! 

r.TTH " 

QG 525 ? **<START > - Change Tent Drighlne 

5S" 

IH S30 7 r, <5ELEET> - Change Border colour 

Th 535 ? M <OPTION! - Change Background Co 
lour":7 

GL 550 IF PEEK C5327SJ-6 THEN RF_<, “705 : GOTO 
565:HhM Start keg 

CK S55 IF PEEK I53Z75J=3 THEN REG - 71 0 : GO I (1 
565:REM Option Kev 

KD 560 IF PEEK 1532751-5 THEN REG = 712;GOTO 
565:REH select Keg 
SH 562 GOTO 575 


30 565 C=PECKCflEGl:C-C+i;IF fc=256 THEN C- 
0 

JH 570 POKE REG*C;REM Adjust Colour 
OF 575 IF PEEKC7B4J<>12 THEN 550:ft EM Cher 
k for [RETURN! 

YB 57fl POKE 752,A:REM Cursor on 
MU 575 REM To get the left arrow press ES 
C,then press CONTROL AND + kegs 
01 580 trap 500:POSITION G,ll:? "Please E 
liter Left MarginC0-15J ******; ; INPUT 

LEFT!IF LEFT<0 OR LEFT!IS THEN 580 
KE 555 TRAP 505;POSITION 5,13:^ "Please E 
nter Right Margin C20-3S5 ++++";:IKP 

UT RIGHT IIF RIGHT <20 OR RIGHT>35 THEN 
505 

OH 5?* Trap o;reh Error trapping off 
tz 5ss rem Li 133^MUDfflKJEnCI3JMmi 

UK 684 STAHT=327GB 

IIY 602 POKE ST ART *206 , PEEK f 7055 : REM Text 
PZ 604 POKE STfiRT*211,PEEKC710JiREM Scree 

n 

UG 606 POKE 5TART + 216,PEEKt?121 :REM BOPde 
r 

FT 610 POKE START+^^ljLEFTJPOKE START+225 
,right;Rem Margins 

TZ 612 BUFHI^IHI 1START7206J :BUFLO = START-B 
ufhi* 256;REM Buffer 

KH 614 SECTS —INI t tBUF - STAR T +127]/12G> :HEM 
Nimbir of sectors 

ZQ 610 REM IN! I M fl J =MM:M tj Him J LI. 4.1' ! 

PK G20 IF TYPE-2 THEN GGO!REM Disk Uersio 
n 

II 630 RESTORE 5QO:BYTE-16:? :? "Please M 

ait,., 

EG G32 READ DAT;IF DATO 1 THEN POKE STAR 
T+BYTE^DAT:BYTE-BYTE+1;GOTO 632:REM Ta 
pe version code 

1_C G34 POKE START* f3*256J H611, 3 : POKE STA 
RT+{3*2565+1614,2 

DK 63S ? "Prepare Tape For recording,T hen 
Press [RETURN]," 

OB 640 G0tU 7B0 
HK 655 REM I 

DC 6G0 ? i? "Place A Blank ForMatted Disk 
In Drive* Then [RETURN]." 

RI fiflO ON PEEK[7531=8 GOTO 680:IF PEEK(76 
4J<>12 THEN 680 :REM Wait for [RETURN! 
ST 65ft GOTO 750;REM Do disk 
HH 655 REM t'klkl .ly.TRTCI 
TH 700 £JPFN HI, a r 120, "C i " 

UP 702 JOCB —840 

DJ 704 POKE IOCB+2,11:REK Write CDHMand 
ME 706 POKE TOCE + 4 *BUTLO 
FF 710 POKE 10CB + S * lillf-HT 

P5 712 IF INT£SECT572J*2 0SECTS THEN SECT 
S = SECI 5+1!REM SECTS/2 Is Integer 
EK 715 POKE IOCB+8,0 

LR 720 POKE IOCB+5,3:REM Length In Pagest 
3*256—768 bytes] 

HY 7Z5 K-USRCADfiCIOS]1sBEM Ciq Routine 
LZ 726 CLOSE til 

FF 720 flUFHI-BUFHI+3;5ECTS=5ECTS-3 
01 730 POKE 754,12: OPEN «1,8 * 128 , ji q i** 

RM ZJ4 POKE IOCB+2,111POKE I0C0+4,BUFL0!P 
OKE IOCB + 5, BUF11I 

ZP 736 POKE I0C$+«,0:POKE IOCB*5,SECTS/2 
YJ 730 H-USRIADR Cl001>:REM CIO Routine 
MK 735 CLOSE ttl 
AG 74W ? ; 7 "All Finished! 11 

0T 745 END 

QU 74 5 REM ITT:TiM S11 fiTTB 

PZ 750 DllttIT=:765 ;DC0MND=DUHXT*1 ! DBUFLO = OC 
0MN0 + 2 ! DttUFMI^DBUFLO+1 : DAUH1 =DBUFLO + fi J 
PAUH2-&AUK111 

TP 760 POKE DUMXT,1:REM Drive unit 
YU 765 POKE DCOMHD r ASC ("M 11 ] rltt'M Write 
SH 7O0 POKE PftJJKl, 1 : POKE DAUH2,0; rEM Star 
t at sector l 

KG 750 POKE DBUFLO , SUF L D : POKE DBUFHI * 8 UFII 
I;REM Buffer address 

OG 080 H=USRfl780jSECTS]:REM Hrite sector 
5 to dish 


36 


Issue 64 ■ New Alcri User 





































TOOLKIT 


T#C 


af 

or 

JH 

BO 


LH 


KG 

HS 

JH 


DH 


HPT 

SO 

HA 


EN 


10 

OF 

HH 

UB 

HP 

OB 

YG 

BG 

OH 

UM 


HL 

ML 


KZ 


LG 


AQ 


PK 

EE 


TK 

KG 


AT 




Glfl xr PEEKfZOljOo THEN ? I? "EBRQRi" 
i PEEK CZ033 ; ,r Puring Pish Hr I te „ “} GOTO 
B46 

030 ? i ■? "All Finished" 1 
040 £HD 
373 REM 


L R :«• ION 


& AT A 163,1,141,240,2,160,0, 132,52, 
165, 154,41,13 Z , 200,32 „ 17 6, 242, 164,2B», 


200 

382 D AT A ±92,140,208,241,169,0,£33,263 
,169i160,133,204,163,3,141,02,3,169,66 
, 141 

304 DATA 04,3* 163,40, i*i, 05,3,169,4, .14 
1,30,3,169,120,141,31,3,163,12,141 
906 DATA 252,2,162,10,32,06,220.76,03, 
40,67,58,155,32,122,253,40,13,160,0 
900 DATA 145,203,230,203,200,2,230,204 
#24,144 ,230,16 9.253,141,1,711,16 9,60,1 
41,2 

330 DATA 211,109,125.32,176,242,163,0, 
141,240,2,163,155,32,176,242,76,142.40 
,”1 


THE TOOLKIT DATA 


1800 DATA 10240,10596 

1002 DATA 00Q60828BG26A 3FF8D01D3A 900 8D 
C6O2A323O5D0A9018DB103A95ZOD0203A3O8OD 
0403A3A08D86B3,35 

£004 DATA A9O7SD0A83A90OHDOBB32Q53C410 
0£001OAD04O353000D0403AD050363B06Dn5O3 
CEDA03DO83EE0D,IBS 

1006 DATA 0^g5D0DODDA3rDOD01D3A0O0B452 
099AZ3F88A84D020&0F2A4D0C0D0FlADFlQ2Da 
FBADF102F8FBA3,235 

1000 DATA O28552A&FCO24OA9FF0DFC02A37D 


ZOS-BF 260 ^3X00000 A 3CBB50CA 9C5B50D4C 9C26 
20A7C518ADE7O2,91 

1010 DATA ODE52069O3ODC028ADLO020DE02O 
&9000DC72D2O7523A90005O31660200C2Ofl3D0 
HOF 70265 BEA360,25 

1012 DATA 0DEO0285OFA9GG 8&C502A974RPP6 
O2A9000DC8O2A9028S82A3270553A30005C&05 
CFA9O005DE65D0,00 

1814 DATA iBA5CD638EB5CD388ZEGCE18,49 
1816 DATA A5QF69A305PF30OZE&D0A208DD1A 
83£ 80345D8FBBD1A83D5CBBD1B0 385 DPA00FD1 
CB31CF8QX0F3AS,115 

1018 DATA CF9D1A03A5D03D1B0318A804D1GF 
CO6?6i91CD81CFCe69009iOPA5£DA00431CrA5 
PEC031CF1O600E,171 

1020 DATA OFO2204E2 98D0E02A3FF 8DG1D328 
80 A0A 9FD OD 0 1D3 AD0F026fl, £70 
1022 DATA 10613,10903 

1024 DATA A5OCODBD28A50D6DDE2DADE7O2&S 
0CO5C&ADE802650D05CCA00OB3BC2891COCOP0 
83D0F6&83B1C20,16 

1026 DATA 20282O2020282O2O2O28204E4557 
2041544152432055534552 38 3B202020202020 
20202820202020,16 

1028 DATA 202058524553464E5453 98 9 67 ft7H 


2020282O2B202020C1D4C1&ZC3A0C2C1D3C3C3 
ABD4PFCFCCCBC3,15 

1030 DATA D43B 902020202020202020 202020 
202O2O57 7 Z637474656E2B427338 3828287 020 
20202028202020,40 

1832 DATA 5374657860656E20522E204P 6 £ 60 
65793G3S586C615365206120666F726P617474 
65642041544152,67 

1034 DATA 4320444F532032ZE352064597366 
2 C 2 02620616F6E7461636E636E6720444FSX2O 
66696G65732C63,83 

1036 DATA 6E2O647Z6376652E9D9B5072,206 
1838 DATA 657373Z0616E73Z06BG5792O6F72 
785B455 34 35 D 2 O 746 F 70 736B637O20444F53Z0 


626F6F742EO0,178 
1840 DATA 40960,41031 

1042 DATA ADBFo'zFAOl&OA52ZP305F00 160AD 
0E82099BF001600A40904OAO08A99691742006 
A6AZO06D00O5C3,43 

1044 DATA 28DB83ESB8F6A36A85D4A3A685&5 
AfJ«0BlD4 05D6DO034CFEft6Ca8104O5D7B0BOC0 
BlD4DDOO0SDfl22,160 

1046 DATA E0C6D6D0FJA&D/DO0ABD8005C998 


F 0034CFF A5P0B.1D44 8C6B104 85D56005D46CD4 
00A6D818A5D469,21ft 

til/ 1046 DAT A eF05D4A5D569«»65P54P36AO , 196 

HH 1050 DATA 41083,41727 

Ktf 1852 DATA Z0B5A4A33B8D84A02014A320D2D3 
90054H464P2AA 3A8D40DE7O265OE A004316CA5 
D5&DE80285OFAO,54 

L R 1054 DATA OB918CA94E0C8005A945&D8105A 9 
57BD0Z05A33BBD03O54CE4A520B5A4A33B8DS4 
A02014AT20D2D3,4 

KF 1056 DATA 308548464C2AA3A35A65E009A005 
ElA5D5D8EFA920286OF2A93E2088r2A9202OBa 
F IS A00OB1EOC3FF , 78 

D& 1056 DATA F03BG5D4F0L7C8B1E0C398D0F3C8 
lS9S65Ee85EOA5E1690005E14GF7A0Ca84D40£ 
E0C335FOO72OO8,132 

HP 1060 DATA F2A4D410FQA32E20G0F2 A 938Z0BO 
F24CD8A8A34485E0A9A165E1AOFF4C1AA15365 
65204&616E756A,161 

kfc 1062 DATA 6C3B20B5A4A0Q081D4C325F 04EA 9 
960D04AO2014A32 0D2D 7 3005484 84C2ftA3 A33D 
2 OB 0 F2A32520BO,235 

GL 1864 DATA T2A3020D08A3A9080D01A318,19? 

FS 1066 DATA A55563078555A5D5F0OA8E01A310 
A555630O8555A31285EOA9A385E12045A2A3 90 
20B0F24CD0A5C8,47 

RL 1 OOlJ DATA A907BDR0A3A9 JL06P8 1A3A31Z85EO 
A3A385E120B1A2A33D 2880F 2A5D605D4A5D785 
D52061A44PD0A5,66 

MK 1078 DATA 2006A4AOOQ81D4C924F040A99H0D 
O4AO2iU4A320D7D3300548404C7AA3A33D7080 
F2A32420B0F218,223 

W 1072 DA J A A55563030555A904 6D01A 3 A31O8D 
00A3A902O5E0A9A38SE12045A2A3 9O20B8F24C 
D0A5COA91O0DO8,165 

TO 1074 DATA A3A304SD81A3A90205E8A 3A3 05E1 
20B1A2 A93D20Et8F 2 A5D 665D4 A5D 7H5D52B61 A4 
4CDOA5A5D5D019,81 

HA 1076 DATA A5D4CD00A3B012A8B1E02OB0F2O6 
55C555A000CE81A3DAF06OADBRA385E3A5D405 
D6ASD68BD746D7,141 

VR 1078 DATA 66D646E3A5E3C901 DOF 4ASD6,246 

ICI 1080 DA 1A 85D8A5D785D3ADO8A385E306D676 
D346E3A5E3C901D0F43&A5D4E5D8AaBlEO206O 
F2C655C655A5D6,37 

5H 108? DATA 05D4A5D785D5CEO1A34C45A2A9O0 
86D605D781D4S4E3A000DiE0r00DC8CCOOA3&« 
F6686fi4CD3A418,20 

JZ 1884 DATA 9865D608D6A5D/630O85D7A4E3C8 
B1D4C9 33&OO168C;E01A3D00568684CD3 A4 AD08 
A385E306D626D7,67 

OY 1866 DATA 46E3A5E3C301D0F44CB7A2, 228 

BF 1886 DATA 41738,42389 

IP 1030 DATA 3031323334353637303941474344 
45463031A5D40SF SA5P585F 4BiD4CD04ft8F01G 
36E330C9BA3OOC,35 

80 1832 DATA A31185C32838A468684 CD8ASPOD8 
E3A9O0O5F24C08D8A000B335A3F80AS4D42UBH 
F2 A4D4C8D8FIPS,IB 

TB 1834 DATA 54C654C65430A50EE5828SD4A58F 
E58365D5A 91085SS 2861A4 3BADF587F5aF85D4 
ADE602F.5HF65D5,100 

HI 103G DATA A9188555Z061A4ADE78ZB5D4ADE8 
0285D5A318855528 61A44CD0AS 9850726F 6772 
616D2053697A65 r 73 

Mp 1098 DATA 2B62737465732920202098467265 
65284D656D6F72 7328527374 65732 92020 2D20 
3B4D454D4C4F20,213 

5J 1100 DATA S3657474636E6 720202620202020 
2DZ O3B8028O5A4A218A90C9D4 20 32O&6E4fl303 
9D47H3A3069D4A,238 

8H 1102 DATA 03A3089D4803A5D43D4403A5,153 

5C 1104 DATA D59D45832056E4181284C3A216A9 
OC9&47032956E42030A44CD8A5A210A9059&42 
03A9F&9D4403A3,170 

HO 1106 DATA 83 3D450 3A 9009D4 803A9 BG3D4983 
Z056E41B4&A 9982088F 24 PD0A5A93B2OB0F2A8 
00O9r&€3C39flFO;l19 

ML 1106 DATA CAS4D420B0FZA4D4C8D0LFA90085 
D5A5C385D420AAD?A?0885F2A9a005F3A30565 
F420E&D8AOOO81,37 

HH 1110 DATA F3380A84D6 2O80F2A4 D6CSDOF229 

continued w 
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BT 12 0 6 DATA C3A20OA5Cr05CCA5DBa6CCZAC91A 
HUHL'jifltbtCCflCUl 285CDA?00 9l5tiC8C0ZBD0 
F9A5CC69AOA0O3,117 

PI 1208 DATA 915BA5CDlfl69AlC891582045,147 

DA 1210 DATA 0bb8AH4C.?9(IMnDTiEi!k.J3??B .11 J’j 
333G299B9B5479706F2O494949206973207670 
20G1GEG4 Z07275 r Z09 

NQ 1212 DATA 6E6E696E672I9BOO0Z49GE737566 
66696369b56E74204DG56D6F72799B835£61GC 
756520457272GF,171 

BE 1214 DATA 729B04546F6F204D616E79205661 
72696l626C65739Be553747Z695E6?Z04C656E 
67746020457272,147 

DM 121b DATA 6F729B®64F7S74204F&G2044&1?4 
G19D07 4CG9GFGG204F7GGDG2G572204772G5GJL 
74657220546861,3 

OC 1216 &AT A GE2033 3Z373&379B0O49 6E707574 
2053746174656D6 56E74204 5727 26F729B0941 
7 2 726179206F72, 237 

MK 1220 DATA 28527472696EG72044494P204572 
72Gf729B0046GC6r6174G96E672050Gr65Gr74 
204F76657ZGG6C,77 

4D 1222 DATA 6F772F55&E64G572GG6CGF77,203 

41 1224 DATA 9B0C4C&96E65Z04E6F742046&F75 
6F649B0A4E6FZ04D6174636869GE6720464F5Z 
205374617465GD,225 

OV 1226 DATA 656E 7 49B0E4CG9GEG52A4C656E67 
7458204572726F729B0F474F53554220GF7220 
464F52204C&96E,153 

TO 1226 DATA G52044G56C6574G5649010524554 
55524E20457272tr729B1153796E74G17B2645 
72726F72981249,68 

PH 1230 DATA GE7G61GCG9642053747209GEG72G 
435861726163746572901T4C4F4144205O726F 
6772G15D20546F,107 

KH 123 2 DATA 6F 204C6F6F6796 JI 4 4 46576696365 
2 04E75BDG 265722045 72726F723B154C4T 4144 
7046696C652045,166 

UD 1234' DATA 72 72&F7290804252454140204665 
792041G2GF72749001494F43422041GC72GSG1 
6479264 F70&56E , 1.1 5 

SE 1236 DATA 9BB24E6FBE2D657869 7 374GS ,7 

PV 1238 DATA 6E74204465768963659B03494F43 
422057725 974-65 ZB4F&E6C 79204572726T72 90 
84496E7B61GC69,SI 

TH 1240 DATA 5420436F6D6D61GEG490S5440576 
696365206F722046696G65204E6F74Z04F7065 
GE 900642516420,159 

TP 1242 DATA 494F434Z204E755D6265729B8749 
4F434220S2G561642D4F6E6C792C457272&F7Z 
9B004 56E64 2 04 F,35 

OV 1244 DATA GG2046696C659BB954727S6E6361 
746554Z05Z55636F72649B8A44657669536520 
54696D652D4F75,104 

EC 1246 DATA 749000446576696365204E414B9B 
0C5SG572G9G16C2042757320496E7075742846 

72&16DG96E6720,233 

iCH 1248 DATA 4S72726F729B8D437572736F7220 
4F7574Z04F662052616EG7659B8E5365726961 
&G204Z7573Z044,33 

TB 1250 DATA 6174&120457Z616D652B4F76,30 

SL 1262 DATA G5727Z?5*E9B8F536577&9616C2B 
4 275 712 0446174612046726 16D65Z043G865&3 
6B73756D204572,207 

VW 1264 DATA 726F729B9044657G6963G520446F 
GE65204572726F729D91G26561642041657465 
72 2057 72697465,, 131 

PC 1256 DATA 26436F6D70617265204572726F72 
9B9246755E6374596F6EZO4E6F7420496D7H6C 
6S6D656E74&5G4,105 

AH 1258 DATA 204572726F729B9349GE73756&&6 
b963696E6C7420524l4D9BAa447Z69766S2O4E 
756D6266722045,98 

LZ 1260 DATA 72726F729BA1546F6F204D616E79 
704F50454E704b69bP6S739BA244G9736S2B46 
75GC6C9BA355GE,201 

VA 1262 DATA 72G563GF7G657261G2GCG5205379 
7374656D2B4 92F4F Z 0457272&F729BA446G96C 
65204E756D6255,22 

LH 1264 DATA 7220406973GD6174636898A5,8 

DT 1266 DATA 46696CG5Z»4E616D6520457Z726F 
72 9BA6504F494E54 204 4617461204C656E8774 


7F2 uD0r2A990ZBB0F2A4C360A 2 O0BDA4A4F00A 
06D42BB0F2A6D4,107 

RF 1112 DATA E8D0F14C59A490457Z726F72204E 
75GD626G 72 203A20OB18A986B5D4A9B585DS E A 
65D485P4A5D569,59 

EU 1114 DATA B085D5A0B0S104 C920FOOCG86OA0 
1184C3209BA44C&0A5EGD4DOO2E6D550A90O8D 
DB02A38385414C,105 

QJ 1116 DATA 00At?A9015DDBB2A90O85414C^ 68 

2H 1 LIB DATA DBA5A9028D1C02AD1O02DOFB6QA9 
00ttD2r0220rCA*AD300Z85D4A031028S&5A00S 
01D44888B1P 4 48,33 

QK 11Z0 DATA AOO6B1D40D9SA5DO1O10A5D46920 
65D4A5D569008SDS4C48A53BA5D4E920O5D4A5 
D5E90005O5A000,43 

LIB 1122 DATA A9789 I D4G891D 4C8 9 104 CO A 9 4 29 i 
D4C86091D4C86S9LD4C8A217AD35A5F005A900 
91&4CBA90291D4,93 

MO 1124 DATA C8CADOEEA94191D4CBA5D491D480 
3002C8A5D591D48D31B22OFCA4A9228D2F024C 
D0A5,117 

UU 1126 DATA 42390,42523 

HG 1120 DATA AZ00BD30A79D000BEBD0F7A20BB& 
30A89D8005Cftl0F7A97E852flA9005529A98B05 
24A9O58525A0O0,100 

DO 1130 DATA B93CA 8F0Q A84D4 2OB0FZA4D4C BD0 
F140FEAEA9458D8G05A94E8D8105A944BD82O5 
A99B0DO305A97D,43 

OP 1132 DATA <S528A90fl0529A9fl3B524A905&525 
A004A90099800SCBiaFB2011A668A068AA60A2 
OFB5FQ9D1CA6CA,60 

15 1134 DATA 10F860AZBFBP1CAG95F0CA10F860 
,79 

HG 1136 DATA 42540,42609 

BT 1130 DATA A001010G48PBB10C4OA50C0DE702 
05OE8D50A6A5uD8DE802a50r0D51AE68850D68 
B50CA9B9SD52AE,227 


IS 

1140 DATA 8DS4A&CE52AEA9FF8D53AEA900&D 
57AE20IFAr6CFCFF04BB54S95O4F96A5,174 

ZA 

1142 

DATA 

42616,42627 

EH 

1144 

DATA 

08004E4F495345204F4EE4A4,203 

UT 

1146 

DATA 

42030,42642 

51 

1148 

2 

1150 

DATA 

89804E4F 49534 5204F 4646FBA4,2 

HT 

DATA 

42644,42651 

HK 

1152 

DATA 

O4O1434F4445C7A0,135 

FA 

1154 

DATA 

42658,42666 

OC 

1156 

DATA 

85004C49 4E4 55 3B7A6,44 

FG 

1150 

DATA 

42072,42670 

TV 

116 0 

DATA 

0301444952DCA3,9& 

EJ 

1162 

DATA 

42686,42692 

AH 

1164 

DATA 

B301484558D1A1,91 

UT 

1166 

DATA 

42700,4Z7B6 

EC 

1168 

DATA 

B30142494E4FAl,205 

UH 

1170 

DATA 

42714,42721 

HI 

117 2 

DATA 

0400 4 94E464FIBA3 * 19 

CO 

1174 

DATA 

42728,42736 

AH 

1176 

DATA 

05014D4S4&4C4FS5AO,165 

KM 

1170 

DATA 

42742,42758 

MS 

1180 

DATA 

050054524153482CA6,09 

El 

1102 

DATA 

42766,42765 

AF 

1184 

DATA 

0602434B414E4745BDAC,23 

ED 

1106 

DATA 

42770,42776 

DI 

1180 

DATA 

BIFF444 & 4CD2AF,08 

CM 

1190 

DATA 

42784,42790 

QH 

1192 

DATA 

B3FFS2454E68B1,0 

EA 

1194 

DATA 

42798,44623 

MS 

1196 DATA 000060A00OB91A03C945F008CBC8 
C0C0Z4D8FZ60C8A94F991A03C8A305991A83A? 

00BD00E49D4F06,26 

Tii 

1198 DATA E8E00FDBF5A95&8D5306A906OD54 
06AD04E469000D5F06A00SE4690&SD60B6A900 
A20395CBCAiaFO,131 

VB 

1200 

DATA 

60&ft£000000000006000000000Q0 


aO00205E06084BC99BF037E6CB05Dl8A4BA900 


95DOAZ080AZ6D0,64 

DO 1202 DATA 06D190071B65CB90O2E6D0CAD0EF 
B5CF18A5CC 6SCF85CCO5GD65&B05CDA 5CE69B0 
85CE60AA6S2050,19 

EK 1284 DATA &A469840A2O086CF86D0A91SA6CC 
25CD26CE2BCF26D030*5CFE9*4AAA5&0E9029O 
Q486GFB5IS 088D0 # 52 
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TOOLKIT 


5B2045?2726F7Z,92 


6GD48^D4A5D569 , 53 

MI 1Z68 DATA 98A746696C65204C 6 Fb36865b49B 


ftB 1330 DATA 806 50 54 C3FB OftOOZIOE ID465D44! 5 j 

A8496E75G16CG9642843GF'feP6D6I5E6490A944 


D4A5D5G900O5D5A 9008P5 9AE30AGD4 E OPORTO® 

69726563746F7Z,157 


CAAFA5P5EDD1AF,234 

OK 12 78 DATA 792646756C6C 9BAA4669&C652O4I 


BE 1332 DATA ODCItAF ADC A AF &DC CAF AD C. 8 AFODCD ; 

&F742046BF 7SbE&4 9BAB49&E 76bI€,Cb9b4 ZtJbP 


AFA 9088DCEAFODCF ArA9058D57AE2055aF4CDU 

4F4HE54?DflC4?,i6S 


&520O5A4O1D4C9,ib 

HG 127Z DATA bG6CS557 G 16 C 2 0 4 17U 7«E>bbl: 6 4 9 0 


KU 1334 DATA 20D8034CEA80C99BDO034CEA , 70 

AD42616420535563745F72732O417420466F 72 


ML 1336 DATA B0980D57B1A5D48P58D1A5D50D59 

bI)0174 205 4 69bD , 22 7 


BlA92C0D&4A0Z814A3Z0DZP910OBa?rDZ0BarZ 

Pll 1274 DATA 659BFF,Z55 


4CD0A5A5D530F4 , 4 

HL 1276 DATA 20S5A4B1D4C920E0034064ADC990 


FE 1338 DATA 8D5401A5P48P53B1AD59B1S5D5AD 

D0034C54ADA00#B1D4C??BF0QDC996P8634C54 


58BJa5D4AD57BlADBlD4CDO4A0K003OBD0Fbl8 

AD99FD03C8Bt§£D , 56 


CO 9 065D48SD 4Ab ,19 1 

PZ 1278 Dfll ft 80H9FD03C 929D01B8 JC ??6 


TP 1340 Sfll A D5b9fHJ85D5A0T|0A99B8P04 A02O14 j 

FB034C54AD095099FDQ3e8CSC0fl9008D5GAE4C 


A32aO2P930BOft5P530E4aD56OlA5&4ODG5O±l& 

40ADC924&9OFA9,242 


ADG1&10AAABD62 ,?5 

KP 1280 DATA A499FDG3C8C&A9018D56AE4C40AD 


OH 1342 DATA S18D&GDlBDG3D10D67B16CbbHl , 7 

093080034C54ADC 95890034! C 54 ADC 941800 7C? 


8 

3A70034C54AD0U,235 


TA 1344 DATA 46410,45413 

DO 1282 DATA 0099FD03C8C8A9828D5&AEAGO248 


BJ 1346 DATA DDAF7EB1 , 107 

A5a3489B40705AAEP00rG85aG53366Ob0ZA?FP 


Vft 1340 DATA 45416,46072 

20tf«F74CD0A5AG, 192 


JK 1350 DATA A 90 1 U B 6 l B LB D b9AP 4CB C 15 0 706C52 

EH 1284 DATA 028DS0AEA583SDG1AE8C5ZAEA200 


A9FP20B0F Z4C&0A5A900OD0ED4OD 0 Q D4 OD 2 L02 

G8A8688563G88G&2BlD4C?20F884C88aD008A? 


A9FE0D81D3AD55,61 

FD2O0OF £ 4 CD® ft 5 , 1G5 


WH 1352 DATA BIOD F9B3 AD 56 BlODFfl E3 3 CDF 9« 3 DO 

IA 120b DATA BlD4E920rOF2C99BF01PC93'ftB007 


l,t4t; 901JFHDOA5OOO5D4 A509S5D5AD53U tnDFDOl 

C93S9QE64CAZfl.OC95Bae.CFC94l,9BDB9DFP63CB 


ADS4U10PFEB3A9,67 

E818DC4C7DADAD,? 


1.5 1354 BATA 00O5D6A9E0O5D 7A 9008DFr B3A0O1 

PG 1288 DATA FD03C94190CAAD56AEO087A 9 , ±4* 


B1D4304G88B1D491P6C0B1D491D6 C 610ADFO03 

FJ 1250 DATA A89DF003DO14C901D007A9A45DFD 


91D66DF9B3GDFD,58 

03D089CAllDFP03096Q9DFD838E53AEAia;8Z4Ba5 


GK 1356 DATA B3C8 ADFEB3 91DGGDF AD 3 8 DFE H -.1 3 0 

8348ZP5AAE&005,18V 


84A8O20CFFB3H10465D4O5D4A5D5690005D510 

DU 1252 DATA 03688SB2AD58flEF0034C54ADft&b2 


A5D6690485D6A5 , 120 

AECO83 AED88BA5008DG5AE4C 2 8AEBfl1230AD53 


00 1358 DATA D7690005D7D0E54C3984DO034C73 

AEEDG2AE8A04AE*175 


BlA5880DrDD38GP4AS8 9»DF FB385P5AQ01B1D4 

ST 1254 DATA A501OD55At~4C2aAE?8AD5ZAEED53 


1009207002206C,62 

AE8D54AEA502 8DH5AE A98Z8D57AEAD55AEF00O 


ZM 1360 DATA B24CD0A5AOO&ADG3BI91D4C8AD54 

C901D00G20AGAE,239 


B191D41BAD53B1 CPF 9B3005301AD54O10DF A03 

BH 129G D At A 4C37AE201FAFADSOAE 8 GE 8 AOSlAE 


0D5481C8ADFD83,254 

85E1AOe#D9FD039 1 EG 30® 3 C8D8F64CD0A5 , 141 


HH 1362 DATA 71D46DFDB3*5D4ADFEB3G9O0 , 162 

5T 1290 DATA 44834,45001 


DH 1364 DATA 8DFE0385D 5 4C2&B2A9frOPOJD3A9 

HF 1380 DATA AU00BI82D008A5O08D5OAEG01O0B 


408DOEP4A92Z0D7F07b0AO*l0A5naO5D4 8D02O4 

D 9FD03D 886 A 9018DS8AE6 0D9FQQ3D003CO D OIL 1 


ASfl 985D5OD03O4,50 

01023003CBDBF9,200 


10 1366 DATA A001&1D410O I ftBCfJB 1D485D6C8BJ 

BJ 1302 DATA 189®6b8285B2A563G9808503A582 


D485D 7C8A208B D04B43B 2AP1D4FB03 FBD0F4G1 

C5O4D009A583C585D0034C60AEE007D002E883 


D46907F B0CC9Q4 , 131 

4C5AAE3OAG90E?,1B0 


CG 1360 DATA F00DC933r0O4C91ED0062001B34C 

MT 1304 DATA 8185D4A591C9®B05Db±BAbD46P54 


CFB2C8D1D4C90EB004C8Z062O3A5P7C5D6F014 

AF5 5E0A5D5G9008 5E1 3SA690EP50AE85D6A591 


18*00204850705,146 

LD5 lat'BSD? A D 6 0 , 82 


J5 1370 DATA D4ABM3B469O0OS05A0004C990210 

i.C 1306 DATA aiD491E0£BD4A5D4C3FFD002C6DG 


AD02B4&5D785D48D02B4AD«304690006053003 

C6E0A5E0C9FrD002C6ElC6DbD«E4A5D7F004C6 


B44C3CBZA5D4 43 r 5 9 

D710DCAZBOflft18 r 83 


TA 1372 DATA A5&S4 3 B 1.D4C91 EPO0EC8B1D4C9 17 

KM 13B8 DATA 0 ft A C 10ft 98&6Ubl> 64 AE9 9S000090 L 


F007C710F0034CODB3C907DO6PCOB1D4C91BD0 

00G900958108EC57AEF0ft3CAIOEZA598850EA5 


F9C8C4D7F03088,194 

9ia50F68EES2AE ,200 


JI 1374 DATA C 8 B1&4C9DEF0O4C84C4AD3C62062 

PZ 1310 DATA EE53AEAD52ftEBDGGftFA900UDCDAF 


B313 A5D46906O5D4A5D56 9008505A4D6DID 4 C9 

AD53ACBPCEAFA9008DCFAF&[>54 AF 8 PC A AF A9G0 


12F0CaC914r007,39 

ODCBAFAD50AEOD,95 


TE 1.376 DATA C916F0O3C 0 D 0 E FGflOSO Sb8b5 ,8 

LA 1312 DATA P0AFAD5IAESDD1AF4C55AF10,IGO 


JK 1378 DATA P468O4D0A98865C0A9EQ85CCA284 

Zb 1314 DATA ADD0AFB5P485E00DDiara5DG8^El 


B5D44aOA10FAft4PeA2O0BlD495E0COEOr006DG 

10fiG&46DCEAF85D4A5D&6DCFAF85D5I8A5E06D 


FOA00589F00099,249 

CCAF85E0ASE16P,71 


00 1188 DftTA D4OOOO10F7ft9FF8D01D32OD2D9ft9 

DM 1316 DATA CDAFB5F1A800B1E89IP4C6EOD0O? 


r COD 0 1D3 A 0 O 0 B 1 CH 1 ] 5P4P807C081C0C5D5F0flr 

E6ElI6D4D002E&D5A5EaC59OD0EAA&E1C591D0 


18A5CB690485C& , 237 

E4A2068A180AA8,64 


H9 1382 DATA A5CC4C14U4CCDOF 2 0601C&85P4C© 

MB 1318 DATA 38890OO0EDCftAF990®88B9S100ED 


B1CB85D52 0EBB3A70 0B5D4 9 D 0LD4E8E8O6D0F6 

CBAF9981P0EC57AEFO83CA10E1AS 95B50EA5 91 


A2088895D4EBE0,85 

650F68,60 


LZ 13B4 DATA 05DQFOA4DOA288DD0EO49 4,P4 £008 

HK 1320 DATA 45010,45394 


C & B 6 DOF bbOft 9F F 0D0ID320AAD 9A9TEODfllD3b0 

LZ 1322 DATA A90QQDG1B18D59AE4CBCB0A50005 


,158 

04*589050 5 A 0 U1 B1P4CD540IDQ00008ID 4CD53 


CG 1305 DATA 40084,46093 

} Oir02DA081AD54,15 


OF 1386 DATA &4 0 A0O Ot bP23 J S X E- 0780,4 5 

UK 1324 DATA 0ID1D4900AD01088AD53B1D1P4BO 


SC 139# DATA 45108,46134 

00ft 9F D208 OF 24 CD0A5A O0Z18B1D4 6SD485D4A5 


UJ 1392 DATA 698085CCA5CBCD3784F0034C9AD3 

DG6988B5D54CE5,206 


A5CCCD38B4F0834C9AO3A200&B95D4E8E885D0 

ZD 1326 DATA AFAP55B1CD54B190DED008AD55B1 


F058,140 

CD53B190P4A5D4 ODDSAT AS DOODD1AFAQ01B1D4 


CM 1394 DATA 46137,46157 

C&56B1&0088801,122 


UA 1395 DATA A5DG8D37D4A5D70&38B4ADFfB3D8 

GF 132B DATA D4C055B1F020A881ADSbE?1D1D49Q 


634573B14C1782,159 

33D0fl008flD55DlDi&49029fi8O21OOlD4ODG9AE 


GR 1398 DATA -1 
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TheCLASSIC PD ZONE 


ENCOUNTERS 
WUH ARTISANS 

Welcome to Mission 3 into the Classic PD Zone. On this 
Air AtariS flight I present another mixed back of offerings 
from the Pudoso. You mill experience close encounters 
with a puzzler, builder, musician and entertainer. Let us 
depart on our journey ... 

AUTOCROSTICS 

Aufocrosttes by Michael Stomp and Jim Dysle is a compu 
ter version of Double-Crostics; a puzzle game created by Eli ¬ 
zabeth Kingsley in 1934. 

The object of Autocrostlcs is to find the letters of a long 
quotation or message by solving a number of word puzzles 
given as crossword-type dims. Each corresponding letter from 
a solved clue is placed somewhere in the quotation. A1 ter 
solving as many clues as possible, parts of the quotation will 
become legible. By completing words within the quotation the 
corresponding letters will then appear in the word puzzles 
below. This continues until you (hopefullyI] complete all tire 
clues and the quotation itself. 

After loading the disk, I am met by a menu, screen offering a 
selection of five puzzles. After choosing the first one {and 
hoping that it's the easiest.) the game completes the final 
loading procedure and 1 am greeted by the main play screen. 
This screen is split into three areas: The Phrasebox covers the 
top third of the TV screen. Below the Phrascbux are the 
columns of the Wordlist, At the bottom of the screen Is the 
Definition/Byline area. At this point there are only empty 
dashes awaiting the Input of let ters. Each dash within the 
Phrasebox arid Wordlist represents a letter of a word. 

You control the input of letters by moving a cursor around the 
screen with the arrow keys. When the cursor is on a dash 
within the Wordlist, a definition of that word will appear at the 
bottom of the screen in the Definition/Byline area. To solve the 
puzzle you must move the cursor through the columns of the 
Wordlist and enter the words as defined at the bottom of the 
screen. 

Sounds complicated? It’s not. Although difficult to describe, 
Autocrats Lies is very simple to play: but it's definitely not simple 
to complete! A good dictionary is a handy tool. 

The five puzzles on the disk range from "easy to difficult". 
Easy? IImm. I’d say more like average to difficult; but then 
again. I’m no expert at crossword puzzles! 

I found Autocrostlcs surprisingly enjoyable, I think this was 
due mainly to the old favourite of C&VG reviews - originality. 1L 
was different from my normal trek through the crossword on 
the hack page of my local newspaper. It was very user-friendly 
with lots of options lo help you move about ihe screen, identify 
linked letters, print and save puzzles, etc. I also enjoyed trying 
to figure out the quotation In the Phrasebox {which in turn 


helped me to complete clues In the Wordlist). However, I would 
say that Autocrostlcs will appeal mainly to fans of crossword 
puzzles and word games in general. What's that? You want to 
know how many puzzles I completed? Well, l Lhink it's time we 
moved on ... 

CLASSIC PD ZONE RATING: 74% 


MENU MAKERS 

Menu Makers consists of fifieen utility programs which 
together offer you the complete package lor making menus. 
There are four Basic/binary file menus, four Basic file menus, 
four binary file menus and three ARS makers (more on these 
later). Whether you want to produce professional menus for a 
disk newsletter or just something quick to organise your disks, 
this disk may be of Interest to you. 

After booting the disk with Basic you arc greeted by the first 
menu program - Index Solution V2 . 4 . This Is a nice looking 
menu with a wide range of features. 

At the top of the screen is Lhe title of the disk- Below arc the 
first sixteen files on the disk, You can access any further files 
by pressing Option, To load a file you use either a joystick or 
the Select key to move down the list of files until the desired 
file is highlighted, Press the joystick button or Start and the 
program will autobool. 

Below the list of files is an information box which contains the 
default drive number, the number of files on the disk and the 
number of free sectors remaining. 

Pressing H will take you to the help screen. Here you arc told 
which keys to press to access all of the features. With Index 
Solution you can erase or rename files, format disks, load new 
disks, print directories (very handy), switch from Run program 
to I^iad program, title an Index Solution disk and lock or 
unlock files. A very Impressive array of features! 

Index Solution will load either Basic or binary files. My only 
minor gripe Is It takes up 37 sectors of a disk - slightly more 
than a standard menu program. However, I feel this is worth it 
because of the many extra features available. 

The other three Basic/binary menus on the disk are Load-It, 
Disk Directory and MenuPlus V2.5. Load-It Is a program 
for crcaLing the type of menus found on Analog issue disks. 
Limited DOS functions are also available. 

Disk Directory is very similar to Index Solution but it is very 
slow at reading the disk directory [a crime for any menu 
program). Also, It takes up 67 sectors of the disk! 

Menu Plus V2.5 is a standard Graphics 0 menu with limited 
DOS functions and a printout option. However, it's one of 
those awful menus where you have to enter R to run a 
program and then enter the program number. Yeuch! 

For a Basic /binary menu I suggest you use either Index 
Solution or Load It. Both arc very good and load most 
programs. 

The four Basic menus on the disk are JA.CE Atari Free¬ 
ware Menu, Atari PD Library Menu, Be I leant Basic 
Menu and Disk Menu All four are standard Antic-type 
menus. My favourite was the Belilcom Basie Menu. It looks 
good and gives a little chime before leading the disk directory'. 
For binary files there are four menu programs. Without 
doubL, the best is Microdos XL Creator. This program 
creates a DOS ,SYS file of only five sectors. There is no need for 
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any DU P, SYS file. This leaves you 702 free sectors oil a single 
density diskl Mlcrodos XL will load about 90% of your binary 
programs from an impressive looking menu. 

The other binary menus on the Menu Makers disk are ML 
Menu, Binary File Menu Maker and Boot Menu Edit 
V2.3. 1 didn't like any of these and had problems loading files 
from ML Menu and Binary File Menu. But then again,. Micro- 
dos XL is all yon need! 

[ mentioned above that there are three ARB makers on the 
disk, For those who don’t know, ARS stands For AUTORUN- 
-SYS; the small binary file which is automatically loaded after 
booting a disk, The three programs provided are Automate, 
KunAuto Basic and AlltoRim, AutoMaLc and RunAuto 
Basie will autumn any specified Basic file. AutoRun will only 
run files named MENU. All t hree are quite adequate but I still 
prefer Persona] AutoboeiL from Page 6 Issue Disk 49, 

As you can see. Menu Makers contains more than enough to 
help you create menus. With Index Solution 2.4. Load-It, JACE 
Atari Freeware Menu, Bellcom Basie Menu, Atari PD Library 
Menu. Microdos XL, AutoMate and RunAuto Basic you will be 
able to create a menu for almost any Basie or binary file. 
Unfortunately. the other seven programs on the disk aren't up 
to much and Lo be honest, aren't really necessary. 1 would 
have preferred a lew disk utilities to assist In the organisation 
of a software collection, 

Overall, Menu Makers is not exactly a spectacular disk but it 
is very useful. I have used It continually over the past three 
years and it still sits in the small disk box beside my drives. 

Not many disks make it into that box! A very useful disk. 

CLASSIC PD ZONE RATING: 82% 


ML ACTION 

The final disk (or this journey into the Classic PD Zone is ML 
Action: a games disk featuring five arcade games, 

SmombaU Fight is a two player arcade game which pits you 
and an opponent against each other on one of the great winter 
pastimes the snowball fight! 

After pressing Start, the SHOW landscape is randomly drawn 
(very fast). Next, the two players enter and Lake up position on 
opposite edges of the screen .., let battle commence! 

You pick up snow by pulling your joystick down, The more 
times you do this, Lhe bigger your snowball gets. Next you 
press your button, move your arm back and lei go of the 
button to throw the snowball. However, there is a background 
wind which constantly changes in strength and direction. This 
makes if quite difficult to judge the flight path of your snowball 
and adds to the excitement. 

There are two coloured lines at the top of the screen which 
represent the amount of energy remaining for each player. If 
you are hit bv a snowball your line shrinks. 

Put simply, Snowball Fight is a wonderful example of an 8-Bit 
game. The graphics are very ordinary but the gameplay Is 
outstanding and perhaps, dare I say. unbeatable! The only bad 
point about the game is a small bug which occasionally causes 
(be program to crash after a few games. You must then 
re-boot. 

Even with the small bug. I can honestly say that Snowball 


Fight is one of the best two-player games ever programmed on 
any computer! I rate It second only to Kick-Off 2 on the ST and 
perhaps Capture the Flag, [f you enjoy two player games you 
must see Snowball Fight! 

The second game on ML Action Is .Xeuious. This is a vertical 
shnot-em-up which has become a cult coln-op classic. You 
must fight through waves of enemy spaceships and bomb 
enemy gun emplacements, 

Not everyone realises that there is a good version of Xevlous 
for the Atari ft-Bit. Atari released Xevious on the 5200 and 
7800 VCS systems (the 7800 cartridge is excellent). The 8-BSt 
version on this disk was converted from the 5200. It is quite 
good with all the usual Xevious features Including the atm ns 
phertc background sound and almost Indestructible end-of- 
level mother ships. There is automatic missile firing in this 
version (this allows you to concentrate on bombing the gun 
emplacements), A creditable conversion. 

Next up is Lunar Defender. This is yet another version ol 
Defender. However, this one Is awfulf Colourful graphics and 
nice explosions are ruined by terrible gameplay. Enough said: 
let’s move on... 

Star Island! is very original. It's like a cross between Aster 
oids and Space Invaders. You control a colourful AsLeroids- 
Lype ship and must attack an enemy ship which is protected 
by three turning circular force fields. To get to this ship you 
must first blast through the force fields. However, you have to 
continually thrust around the screen because of stow moving 
lock-on missiles and high-speed target missiles. Anri that’s not 
all! If you completely destroy a force field another replaces It. 
Therefore, to blast through all three you must hit them at the 
same point. Even this isn't easy because they turn in opposite 
directions! A very good and original shoot-em-up. 

The final game on ML Action is Galactic Chase. This is a 
first class Galaxtans clone which is almost, as good as the Atari 
Corp. cartridge. Galactic Chase Looks good, plays well and. 
best of all, is in t he public domain! 

In conclusion, 1 was very impressed with ML Action. Snowball 
Fight is a worthwhile addition to any software collection and 
there is also the bonus of three quality shoot-em-ups on the 
disk too, Don’t miss this one! 

CLASSIC PD ZONE RATING: 93% 


See-Ya! 

We are now returning to Earth so please return to your 
seat, put on your safety belt, grab the arms of your chair 
and scream ... Snesiscrap! That’s Pudosinnjbr 8-Btt 
power! The Atari Classic: A rebel WITH a cause1 Hey, 
what happened to the musician? Looks like he got left 
behind but maybe ute'U catch him on another trip. 

This issue's reuteius hum;? been: 

DISK #57 - ML ACTION 
DISK #92 - MENU MAKERS 
DISK # I 64 AJ7TOCROSTJCS 


with Stuart Murray as your guide 





X L / X E Games 


GAMES YOU CAN 
GET A KICK FROM! 


A lthough the Atari Classic never seems to have had a 
street Fighting game released for It, one thing is has 
had quite a few of Is martial art games. So. with the 
likelihood of no new martial ait games being released, I 
decided to take at the ones already available. 


KARATEKA 

The steady Mow of martial art games probably started with 
KARATEKA. This game was first released by Broderbund 
software, and later released by Atari on one of their XE video 
game cartridges, 

Your quest In this game is to rescue the beautiful princess 
Mariko from the warlord Akurna. The graphics and animation 
are superb, and the game is a joy Lo play. The game also has a 
one or two player option so should cater for all of your needs. 
The only problem is the slightly slow movements of your 
character and the enemies, but tills hardly lets down Lhis 
wonderful game. I would recommend you buy Karateka, espe¬ 
cially if you can find it at a reasonable price. 

THE CHAMPION! 

The next game on the list Is the Incredible INTERNATION¬ 
AL KARATE (a.k.a. World Karate Championships?), released 
by System 3. 1 remember buying this game at one ol the Atari 
computer shows and being over the moon with it, The graphics 
are so good that you won't believe it's an S -bit game, The 
animation is also incredible and the game Incorporates sixteen 
different moves. At regular intervals in the game (he players 
get a chance to either smash a pile of slates with (.heir charac¬ 
ters head, or jump and duck to avoid the ninja stars and 
spears being thrown from the sides of the screen. T would rate 
this game even more highly than Karateka. Make sure you 
don'L miss this one. as it should be in EVERY Atari owners 
game collection. 

ENTER THE DRAGON 

BRUCE LEE. released by U- S. Gold/Datasoft, was yet 
another of the martial art games released Tor the Atari. You 
may be disappointed if you expect the game to be all kicking 
and punching as it is more of a platform game than a martial 
art game. Don't be puL off by this though as It is a great 
platform game that is a great deal of fun to play. The small 
fighting element actually improves the game quite a lot. 
Another fun game element is the two player option which 


Kevin Cooke kicks up the 
dust with a roundup of 
martial arts games 

allows both players to lake it In turns being Bruce hec, or one 
player Lo be Bruce and one to be the evil Yamo with boLh 
playing at once. Despite (be lack of moves to perform, the 
game is an excellent investment, especially for platform freaks. 


IN THE BLACK MASK 

Mastertronic also released a martial arts game for die Atari 
called NINJA, This game requires you to rescue a princess 
(yes. the same as in Karateka - why can't these princesses be 
more careful?)- Nest only Lhis, but on your way you must also 
collect 6 Idols (which double as useful collections of extra 
energy) to be able to get into the final room. Your range of 
weapons include two ninja stars and a knife which you can 
throw at your enemies {but which can also be used by vour evil 
ninja's], a sword, and your three kicks and three punches. The 
animation is almost as smooth as the other games, and the 
graphics are also vrry good. The only let down is the lack of a 
two player option, but this doesn't detract from the game's 
playability level. This game is a bargain at It’s budget price, 
Wilh practice you may even rescue the princess. 


FANCY A CHINESE? 

Another martial arts game, this time released by English 
Software, was CHOP SUEY, The main game takes place on a 
stage in front of a fairly large animated crowd. You get to face 
another Fighter to battle it out until one of you can't. Fight any 
longer. As with all of the other martial art games, the anima¬ 
tion is again very smooth and the graphics are also quite good. 
Having only eight or nine moves doesn't seem Lo matter much 
either, One of (be hardcsL parts of the game is avoiding the 
oriental scorpions that drop down from the air vents in the 
stage ceiling. One touch from them and you will Jose that pari 
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of the fighi instantly If you ca,n find this game at a good price 
(maybe OS pari of a compilation], I hen buy it as it is quite good 
value- 


MASTERING THE MASTER 

NINJA MASTER (released by Firebird) was one of the last 
so called martial ari games to be released for the Atari. Don't 
buy it if you are expecting a martial arLs game though as Lhis 
game is simply a test of your reflexes using a ninja as Lhc 
central character. Having a reaction test sounds good fun until 
you realise that the game’s response to your joystick move¬ 
ments is pretty bad, making is seem almost impossible to 
actually hit the objects that fly In at you, You have to be 
Incredibly precise Just to hit anything. Despite this, it does 
seem quite addictive, and at it’s budget price isn't a bad buy. 
NINJA COMMANDO has to be the Iasi martial arts game to 
be released for your much loved machine. It is a shame that 
the game didn’t have more to do with martial arts though as, 
again, die game simply Involves a ninja as its main character 
(although how long true ninja’s have used flame throwers and 
machine guns, [ don't know!). Apart from this is Is quite a good 
platform game (although a little bard). If your tastes lie in 
platform games ralher than martial art games, then this is still 
a good buy at it’s budget price. 

A COUPLE MORE 

Even if there are only six martial arts games commercially 
available (as far as L know), J also know of two games available 
in Lhc public domain, IhaL should please martial art fans. 
KUNG FU is a game available from die Page G public domain 
library, The idea of the game is for your character (Kung), to 
beat your opponent IFuj. Admittedly, the graphics are very 
basic, but the game is quite fun to play (at least for a while). It 
also gh r es a one or two player opt toil which is great if you play 
a lot of games with someone else. As it comes with other games 
(although nnn-martial art. ones) on the Page 6 library disk, iL 
makes it good value for money. 

The only odier martial art game I know of in the public domain 
(s KARATE MASTER, The main character and the anima¬ 
tion in this game Is remarkably like the character and anima¬ 
tion in Karateka, The difference is that In this game you are 
competing in a martial arts tournament where you meet people 
such as billy the bully, and The Panther. This game is every 
bit as good as Karateka, and is definitely worth Lhc tiny price. 
Although the control is by keyboard, diis does not make it any 
harder to play, and as this game is also on a disk with another 
game in the Page 6 library, there is no excuse to miss this 
great game. When you get quite good at this game, don't forget 
to remove the write protect tab from the disk as it seems to try 
to write your high score to disk and produces an error if the 
disk is write protected. 

So just where can you get these games from? Most of the 
games mentioned above are available from at least one of the 
following: The Page 6 Accessory shop. Derek Fern (Micro Dis¬ 
count), and Gralln International. r rhe public domain games are 
available from Page 6- Some of the games mentioned may be 
hard to find now, but try Lo track them down, as I'm sure you’ll 
get a kick from them! 


FUTURA 

THE NOSAUG NEWSLETTER 

Regular columns 

INTRODUCTION: Futura news and program documentation 

EDITORIAL: Informed and defied com men! on all manner of topes 

0-01T NEW&: All the latest 8-bit news 

SOFTWARE SCENE: Detailed reviews of the latest software 

9 -fill TRIVIA: Interesting and humorous trivia about your XL'XE 

FLITUHA FEEDBACK: Answers to your questions 

HINTS & CHEATS: Get the mo&l from your games 

B-BIT BOOKSHELF: Information and reviews of XUXE publicalions 

FUTURA COMPETITION: Prizes to be won every issue 

IfCS FUTUHA: The column for VCS enthusiasts 

INFOFSLE: Information on Atari fl-bit supp'iers 

Forthcoming columns 

THE TUHBD BASIC FLYER: Programming column by Ron Fetse* 

DTP ATARIB: Desktop publishing on your Alari 6-bit 
CLASSIC CLASSICS: Reviews of classic software 
IF ONLY I COULD’ Flclp and advice on using your Atari to its full potential 

The regular columns are complimented by a selection of new and original 
articles covering almost every aspect of Atari 8-fcnt computing 

01 course, cm each issue of Futura you'll also find lots ct top quality PD 
software and new original tiUes programmed by Futura subscribers 

FUTURA ISSUE 9 - OUT NOW! 

FUTURA ISSUE 10 - OUT 1st NOV. 

Prices,: DISK £1.95 (£11 for & issue subscription) 
CASSETTE + PRINTED COPY £3 95 
back Issue disks 1 - 8 are still available al only El,50 each. Alternative¬ 
ly Just send Li for a sample disk or £2 for a sample cassette 

Please make cheques.'p.c.'s payable to $J Murray and send lo: 

NOSAUG, 71 Walker Road, Terry, Aberdeen, A813DL, Scotland 


FUTURA - QUALITY TEXT/QUALITY SOFTWARE 



FOR THE DEDICATED 8-BIT USER!! 

Covering the 400/800, XL/XE/XEGS 
Published bi-monthly by the user community 
Software-hardware: Reviews, Tutorials, Mods 
Free personal ads for our paid subscribers! 


Subscriptions: U.K,/ Europe 


AIRMAIL 

$38/yr 

Canada Surface 

$30/yr 

U.S.A. 2nd Class 

$25/yr 

AC Software Disk (3/yr) Worldwide 

$9/yr 


Remit in US funds only, please 

Editorial Offices: 179 Sproul Road/Kt. 352 

Frazer, PA 19355 USA 

Ren Poehlandj Managing Editor 
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Ian Finlayson's 



TIME 


A BRAIN 
TEASER 

P reparations lor the October magazine are made around 
August, In this summer period I have been a long way 
from my Atari with a combination of holidays and 
work, so l thought I would share with you a brain teaser I have 
found challenging. 

Tire test is in take ten counters and lay them out on a four by 
four grid in such a way as to make the maximum possible 
number of lines with an even number of counters in. The lines 
can be vertical, horizontal or diagonal. An example scoring 10 
(4 horizontal, 2 vertical and 4 diagonal) is shown in Fig i. It is 
quite easy to score more than len jusl by irial and error, but 
what is the maximum possible? Is there a proof that will give 
the maximum number? If you tire or looking for the maximum 
what is Hie minimum score? IF you lind interesting solutions 
please write and let me know, particularly if you find a way of 
using your computer to help solve the puzzle. I will give a smalt 
prize for the best submission (in my opinion). 
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Figure 1: Brain Teaser Example solution 


BOX DRAWING 

To assist in your aLLempLs to solve the puzzle the short 
program listing is designed to print a set of sixteen 4 by 4 
grids. If you follow the listing through you should be able to 
create "box" drawings for your own requirements. It can be 
particularly useful to be able to print score sheets for games 
-the little score pads supplied with many games run out very 
quickly, 

The program is not difficult to follow so I will noL do my usual 
line by line description, buL there are a couple of things that I 
will describe in detail. 

The box drawing characters are always a problem because 
they are not part of the basic ASCII set. This means that they 
may be found in different places on different printers, and you 
have to be sure you are using the light character set in your 
printer. Most printers these days have more than one charac¬ 
ter set and you ran switch between them either by control code 
sequences or by setting up the printer itself through small 
switches or a control panel,, 

1 have an HP DeskJet 500 printer and the box draw characters 
arc available with the default DIP switch settings, but these 
change to letters with accents if the English setup is used. 

With an Epson FX-80 the default setting seem to give Italic 
letters, and box draw becomes available when the printer is set 
up in IBM PC or PC-850 modes. In both eases the box draw 
symbols have the same numeric values [as shown in Sines 22 
to 26 of the lisLing] but this may not be the case for other 
printers that do not have HP or Epson compatibility. Fig 2 
shows what you might get with the correct and incorrect 
character sets. 

Lines 22 to 26 are where Ihe characters are defined. Line 22 is 
for ttie top line comer symbols, 24 for the ecnLrc lines and 26 
for the bottom line while line 28 defines the horizontal and 
veri ical slraigh L lines that join the comers. If the program does 
not give the expected drawing with your printer you may be 
able to find the correct values to .go in here in your printer 
manual. 

The lines that are built up for printing are TOP$ for Ihe top 
line of the grid, MID© for the middle lines and BOT$ for the 
bottom line, BOX$ is the line ihat contains the vertical slraighL 
lines that connect the top with the middle and the bottom. 

One other item IhaL 1 will explain is illustrated by line 32, If 
you want to fill a string with a single character it can be done 
by defining the First and the next to last characters and then 
using a statement of the form STRING 8(2)-STRINGS. I have 
Filled the string TOPS In tills way with the horizontal line 
character before adding the corner characters in their correct 
places, 

I hope you have fun with Lhe brain leaser and find good use 
for box drawing. As always 1 will try and assist with your 
BASIC programming problems if you send details and a SAE, 

Write to Ian Ftniai/son, 60 Rent nets tone? Crescent, 
East Preston, West Sussex:, BJVI6 I DQ 


F: 
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DISK BONUS 


HO 1 REM KMHKKMKK M WHHIf K KKM K KKKKMMUHWW-tt 
CR 2 REM * TUTORIAL SUBROUTINES * 

DB 4 REM * BRAIN TEASER & BOX DRAM * 
XU 5 REM * by & 

CO 6 RfcM " Ian rinlayson * 

OG 7 REM M-----M 

HQ 8 REM * NEW ATARI USER - OCT 1593 * 


WH 5 REM HMMMMMKHKKKM I ittmtit H KNHKKHHH ^WW 

AY 10 REM 

KI 2® DIM AS 113 , B&tJL* , C$ 111 , I>5tl3 , E5 £13 ,F 
5 113 , GS113 ^HSU ! ,IS 113 , JS C33 , KS I 13 
PM 21 DIM TOPS («fl) , HIDS C0O3 . BOTS CESG3 , BOH$ 
C803 

ZE 22 AS = CHft$ CZ1B J : BS = C!1R5 C194 J i CS-CHRS Cl 
51) 

HV Z4 DS=CHR£(|?531E$=CHft5tl573:F$=CHHS£1 

tun 

JF 26 &S-CHRSC1923 ;HS-CHR$(153J :iSrCHRS (2 
173 

UB 20 JS-CHRStl^bJ:KS-CHR5C1793 
FS 32 HIPS 113= J5:TOPS T163 -J$ ;tOP$CZ3-TOPS 
IMIO$=TOPS:HOT5 —T OPS 

A& 34 TOPSC13=A$iTOPSCSJ=5$:TOPS15J=BS?TO 
P$ 1133 -B5 m , TOPS £173 - C£ ? 1 OP5 11 0, 203 = ” 

If 

BQ 36 TOPS 121 # 403 = I OPS tl , 203 : TOPS C41 , 773 
TOPS ft,3 73 

KP 44 Ml l>$ HJ-[>$ ; midS CS3-£S : MIPS C5 J “ES : HI 
PS C133 -ES : MI DS ft 7>^ES iMIDS flO r 20 J =■* 

SJ 40 MID 5121,403-MIPS(1,203 :HID 5 (41,7 73- 
HIDS tl,373 

OP S4 B0TSC13-GS:BOT$ 153nHS;BOT$C93-MS:SO 
T S t i 3 3 ; BOTS (173 -IS t BOtS tlO,203 =■■ 

H 1 

IQ 56 COTS £21,403-BOTStl,203 :DOTS(41.773s. 
HOTS fl ^ 373 

UM 60 &0HS(13=" ip : BOHS (16 J" : BOKS C2 3 =BO 
HS 

Htt 62 TOR H = ± TO 17 STEP 4:BOHSCK3-K$ tNEK 
T H : IBOHS tlO f 20)- M 1,1 
X& 66 B0H$ (ZX ,401=flOKS fij 201 : BOMS 141■773 - 
0OHSC1,373 

JD 1EJQ FOR R0W“1 TO 4 
HG llB LPRIHT TOPS 
YI 111 L PRINT BOMS : LPRIHT SONS 
HB 112 rOR K=1 TO 3 :1.PRIH 1 Mil) 5 : LPRI HT BO 
HS ; LPRIHT DOKS1NEMt K 
OH 113 L PRINT tfOTS 
IH 114 LPRIHT J [.PRINT 
EW 170 MEHT ROM 



Correct 


□a a aciia 3 &rift aaC 

" ¥ » 4 * 

I v ir n ■ 

iiaa a e 44a C3i&ii£d a a£ 

4 *• l& ill 4 

I » * ■ ■ 

ua d Aed dd 

•*■*■*» 

uaSaedddedda^ida^ 

aa [i dedd dead a eda a i 

KP English 


2DUDHDDPBDD0BDPD? 
3 3 3 3 3 

3 3 3 3 3 

CDDDEDDDEDbDEPDbt 
3 3 3 3 3 

3 3 3 3 3 

CDDDEDDL>£DD0EDDL>4 
3 3 3 3 3 

3 3 3 3 3 

CDDDEDDDEDDDEDDD4 
3 3 3 3 3 

3 3 3 3 3 

&DDDADDDADDBADDDY 

FX-80 


Figure 2: Print results 


SUPERQUERG 

CHESS 

and 

NEGAQUERG CHESS 

Chess input and machine code 
programming by John White 

Programs and documentation copyright John WTiite 

SuperQuerg Chess is a third generation program with alpha- 
beta pruning and iterative deepening. An alpha-beta window 
is also employed. Uses Shannon A and B strategies, killer 
heuristic and chopper functions, new methods for searching 
to deep levels and for other game strategies. Features include: 

250 normal levels, set by timer (2 - 252 seconds) 

Castling 

En passant 

Illegal moves rejected 

Clear screen, display (suitable for colour or b&w TVs) 
Book openings and opening strategy 
Special endgame routines 
Machine 'thinks 1 while it awaits your move 
Hint for your move 
Display of beal move yet found 
Stop key to halL computer analysis 
Clark display of computer’s time 
Display of nominal level of ply search 
Dynamic adjustment of ply search according to remain¬ 
ing lime 

Problem analysis 
Mate- finding 

Underpromotion of pawns 

Lasl H4 moves stored and optionally printed 

PROGRAM PHILOSOPHY 

Querg Chess is unusual among chess programs in that it 
relies more on the strength of its positional strategy than on 
its tactical play. Artificial Intelligence methods are used to 
switch between strategic and tactical searching, as the prog¬ 
ram considers appropriate. 

Comprehensive documentation explainIny all the options and 
methods of play are contained on the disk and may be printed 
on any printer. The documentation is also auattabte in printed 
format upon request. Fiease state if you require printed instruc¬ 
tions when Ordering 


SUPERQUERCr CHESS is the J30JVUS prog rams on 
the Issue 63 disk. Disk subscribers will receive 
their copy with the magazine but the Issue 64 
disk: is also available separately for just £2*95, 
Order your copy from PAGE 6, P*0. Box 54, Stqf- 
ford* STIG 1DR or by phone to 0785 21392& 
using your Access, Visa or Switch card. 
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FOR SALE 


KL/XE SYSTEMS: Two SOOXU, 
a &5XE, 1050 drive and various 
cassettes ail in working ord&r 
plus other hardware far parts, 
most in original boxes all wish 
leads etc. Plus lots of serious 
software, hooks, manuals, 
magazines including current 
subscription to NAU. Bargain at 
£230 - Buyer caltecls or pays 
delivery, Phone Ron 04353 
2021 

COMPLETE SYSTEM: &OOXL 
w»th parallel part/cupid interface, 
green screen man-tor, 2 x 1050 
drtves, 410 recorder and Phone- 
mark recorder. Vlsicalo, Mini 
Qflica 2, Assembler/Editer car- 
tiidse. Macro assi'prog, Text 
Editor, OSS Basic XL plus other 
disks- £300 the Hot, will consider 
split or alters. Phone 06£3 
86ii m 

XL & XE SYSTEMS: 130XE. 
XF551 wilh 20 original games in 
boxes and Pago 6 disks - £t£5. 
&OOXL, 1050 and 14 boxed 
games plus, library disks - £ 1 £5 ■ 
Plus various other hardware and 
magazines Buyer collects or 
pays postage. □ Naylor, 147 St, 
Andrews Rd., Coulsdon, Surrey 
- 001 06B 2616 

XE SYSTEM: 13DXE, 2 v. 1050 
drives both wish upgrades, 
super archiver, 1029 printed, 2 
disk boxes full Of disks. 2 joys¬ 
ticks, track ball, touch tablet and 
art package, Over 250 games, 
adventures and senous soft¬ 
ware, books, manuals and 
magazines. E20D no splits, 
Phone Dave or Judy on 06242 
72007 


BARGAIN: 65XE, XG12 
tapedeck, £200 worth of games 
on Rpfn and cassette plus joys¬ 
ticks, magazines, manuals etc. - 
worth over E35D - quick sale 
£D5 Phone 0757 220406 

XE SYSTEM: 133XE 1050 
drive with tianslormer all built 
into custom stand. Page 6 mage 
- 4 lo 6 and 3 to 63 plus Atari 
User mags - various. Taritalk, 
Omm View and other bits and 
pieces. No reasonable offer re 
fused - phone 0325 352&D5 or 
write to A Hapeh 17 Edgacome 
Grove, Darlington, Co Durham 

XL SYSTEM: 0QOXL wilh inter 
nal Centronics nierlace fitted for 
a printer. Additional OmnimOf’i 
Rom lilted for machine cede 
monitor and assembly language 
programming. 1050 drive fitted 
with Poubler/Hsppy utilities. Ori¬ 
ginal packaging. £176 phone 
{Macclesfield) W25 420762 

VARIOUS HARDWARE: 0GQXL 
C20 - 1010 Recorder £10 - 350 
interface {no inslruclions) £20 - 
410 recorder (needs power sup¬ 
ply) £4 plus other bits & pieces 
Phone 0263 2B72D2 

PRINTER: Panasonic KX- 
P10B1 9-pin dot matrix printer 
wilh box, manual, spare ribbon 
and dual caver. £65 plus car¬ 
nage, Write to Paul, 17 Spring 
fid.. Clifton. Shetlord. Bods 
SG17 5RE 

XL SYSTEM: aQOXLand 1050 
with manuals £BO. 1029 printer 
wilh manuals £65. Also cassette 
and disk software. A A Da) lard, 
200 Miltfieid, Craekmoor, Poole, 
Dorset BH17 7XQ Phone 0202 
605334 


XL SYSTEM:. 600XL. 1050 
drive, touch tablet and Atari 
artist {Rom) 1010 turbo load 
tapedeck. Books, including Your 
Atari Computer, Software in¬ 
cluding Qix and Logo - masses 
of disks with serious software 
and magazines which include 
early Page 6- All for £130. plus 
other hardware far spares. 
Please phone Andy 0273 
533551 after 6.30pm 


WANTED 


XE CARTRIDGE: Production 
test cartridge wanted and loop 
back jumpers. Also a light gun 
or light pen anri 'Elite’ Tor the 
XE. Reasonable pries paid. 
Ptaese write to Mark Watson. 

122 St. James Rd., Bridlington, 
YarkS Y015 3NJ 

LEADS: Printer, Disk Drive ano 
all connection leads wanted for 
an B00XL, must be in good 
working order and reasonably 
priced. Phone Stave ori 081 470 
7129 

HARDWARE: 130X3. date re¬ 
corder preferably with games, 
must be in excellent working 
order, also disk drive wanted. 
Cash waiting tor best set-up. 
Phone David on Oxlord {0363) 
773233 

DESPERATE: Hitchikers Guide 
lo the Galaxy and Theatre 
Europe (Disk versions), Map¬ 
ping the Atari wanted. Also does 
anyone out there know where I 
can get my 1027 repaired 
Please phone Paul on 0579 
20951 


CASSETTES: Copies of ihe fol¬ 
lowing wanted: World Cup Man¬ 
ager, Leaderboard, Deealhlon, 
Winter Events, Goonuas. Spell 
bound and Trivial Pursu l. 
reasonable price paid. Simon 
Reedar, 8 St. Peters Close, 
Brinswarth. Rolherham, 5. 

Yorks S60 5NJ 

PRINTERS; A printer wanted 
for an XL system either a 1025, 
025, 1026 or a 10£7 - no then 
mal printers please- will pay 
around £40. Phone Ben on 
Bracknell (6344) 50826 otter 
5pm or write to B H Saunders, 
23 Qllertgn, Hanworth, Brack¬ 
nell, Berks RG12 7RA 

WAR GAMES: Wanted a copy 
of Wargames (ColeowT 9B4) on 
tape. Also Mission ZirconfCal- 
ony and ET Phone Home on 
Rpm Good price- paid, Write to 
L Robbins, 30 Marble House. 
Felspar Cta&a, Plumslead, Lon¬ 
don SEIS 1LN 

TOUCH TABLET: Wanted and 
Atari Artist also 1027 LQ printer. 
Phone John or Noel on (0271) 
616221 or write to J Harris. 15 
Staddon close, Braunton, N 
Devon EX33 1LT 


WANTED: Superdo5 5.1 {or 
high&r). Wilt pay £10 for the 
program. R De Letter, Europap 
ryslaan 34. 9060 Zelzete, 
Belgium 

POWER SUPPLY: For the 
1010, also any information on a 
Tandata TM 512 Modem, a user 
guide for the 850 interface, a 
stepper motor for an 010 drive 
and info on hard drives lor the 
B-bit. Phone s»d after 7pm an 
0233 645494 or write to Sid 
Berry, 17 Old Pond Rd-. 

Ashford, Kent TN23 2QX 


PEN PALS 


CONTACT WANTED: 1 Own an 

XL and XE cassette sysletn and 
want 1c maka contact wrlh olher 
users for help, hints arid tips- etc., - 
please write la Sinter! Reeder, a 
St. Peters Qo&e, 0rinswQrth. 
Rotherham S. Yorks S60 5MJ 

ATARI EXTREMIST: Seeks 
natty people for all subjects. 
Also wants the book Compute's 
Electronic Computer Projects. 
Write Andy Thompson, 135 
Henllys Way . St. Dials, 
Cwmbran, Gwent NP44 7NF 


CONTACT te FREE of charge and may be used by any 
genuine Atari enthusiast Pur contacting other owners. Any 
notice may be Included cxcepl those offering software only 
for sale or exchange or those offering items for sale com¬ 
mercially. The Editor reserves the rifiht to omit or edit any 
notice received at his discresion. If space is tight, notices 
may be shortened and addresses may he omitted with, only 
telephone numbers being published- 

Send your CONTACT notice lo CONTACT, PAGE 6, F-t>, 
Box 54. Stafford, ST 16 1DR. Please write your notice on 
a separate sheet of paper, not as part of a letter, 

FOR SALE ... WANTED ... PEN PALS 


DUST COVER SALE 


There are still some dust covers left at this giveaway price but hurry! 


ONLY £2 each! 

plus 50p per order postage 


ATARI 8-BIT 

600XL Computer 
BOO Computer 
400 Computer 
BlO Disk Drive 
XC11 Cassette 
410 Cassette 
1027 Printer 
822 printer 

ATARI ST 

354 or 314 Disk Drive 
2 x 354 or 314 stacked 
SMI25 Monitor 
SCI 224 Monitor 
SMI225 Monitor 


MONITORS 

CBM 1701 
FERGUSON CM 14 
FIDELITY CM14TV 
PHILIPS 6501 
PHILIPS 8533 
PHILIPS MODEL 20 
PHILIPS CM6520 


ALPHACOM 01 
AM3THAD DMP2000 
BROTHER HR5 
BROTHER HR20 
BROTHER Ml003 
CITIZEN 120D 
EPSON Fxao 
EPSON FXB0 F/T 
EPSON FXS5 
EPSON FXE5 FRI¬ 
ERSON FX105 
EPSON GXBO 
EPSON LQ500 
EPSON LQBOO/ShGGt feed 
EPSON LQ2500 
EPSON LX80 
EPSON UX80 F/T 
epson i_xae 


PRINTERS 

EPSON LX800 
EPSON LX2500 
EPSON MX80 FT 
EPSON MXIOO 
EPSON RX80 
EPSON RX60 FT 
GEMINI 10X 
JUKI 5500 
MP165 
NEC P6 
NEC P2200 
PANASONIC 1000 
PANASONIC 1082 
PANASONIC KXF 1031 
PANASONIC KXP 1091 
PANASONIC KXP 1092 
PANASONIC IlfiO 
SEIKOSHAGP100 


SEIKQSHA SP1200A1 
SHINWA CP30A 
SHINWA MR 135- 
STAR LC2410 
STAR NB2410 
STAR NL10 
STAR NXIO 
STAR NX1S 
TAXAN KPSIO 


REMEMBER ALL COVERS £2 each 
but piease add 50p p&p per order 

Check your equipment today - if its not covered up 
get a dust cover before they are ail gone 


Orders accepted by cheque, postal order f Access, Visa or Switch 

PAGE 6 PUBLISHING 


P.O. BOX 54, STAFFORD, ST16 1DR 
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THE ACCESSORY SHOP 


ISSUE 64 


YES, irs IN STOCK! 


RALLY SPEEDWAY 


A colourful scrolling roadscapc provides an 
exciting backdrop for fuel-injected action. 
Choose one of the two courses provided or 
construct your own. Players are challenged to 
hot-rod their cars dawn gruelling straights, 
around hairpin corners past an ever changing 
landscape. Work on your lap lime with a so Jo 
game or invite a friend along for a One-on-one 
duel to the finish. 


OUR PRICE £8.95 



ROM 


NIGHT MISSION PINBALL 



DISK 

ONLY 


The ultimate arg?de simulation with five bumpers, 
seven stand-up targets, nine rollovers, two spln- 
nera and much more. So realistic you have lo 
insert a quarter before you can play. So true to life 
you can even tilt Uia computer! Night Mission Pin¬ 
ball offers ten different modes of play for 1 - 4 
players. Forty user-adjustable parameters allow 
you to create your own custom games or redesign 
any play mode to your own specifications. Beauti¬ 
fully packaged end with an excellent manual, Night 
Mission PinbelJ will save you money by keeping 
you away from the arcades! 


OUR PRICE £7.95 


DRUID 

Another classic In which, as bast of 
the Great Druids, you wander 
through the Dungeons of Acaman- 
Tor with your mighty Golem by your 
side on a guest to destroy the four 
demon princes. As you delve deep¬ 
er Into the dungeons you will find 
chests containing spells of formid¬ 
able power to aid you and Penta¬ 
grams nf Ule which will hear and 
revitalise you. Excellent graphics 
and superb gameplay have made 
this one of the best arcade adven¬ 
tures on the Atari. 

DISK ONLY 

OUR PRICE £3.95 


RAMPAGE 

It s rough and tumble all the 
way as you control three in¬ 
credibly nasty characters 
which bear a remarkable re¬ 
semblance to King Korrg + 
Godzilla and Wolf-man 
through an orgy of destruc¬ 
tion in Chicago, Now York 
and San Francisco, You have 
150 days of destruction in 50 
different cities. Time for 
some revenge! 

DISK ONLY 

OUR PRICE £3.95 


BATTLECRUISER 

If you ere b wargamcr who has fought land battles before then you may 
need to team new skills to da battle at sea. Battlecruiser gives you the 
opportunity to recreate naval engagements during Ward War I between 
Great Britain and Germany cr the World War FI surface battles between 
Britain,Prance and Germany/ltaiy. There are 79 classes of ship to contra! as 
every aspect ol famous battles Is recreated. An extensive manual gives 
details of alii of the ships and guides you through every aspect of play. 

DISK ONLY OUR PRICE £7,95 


MORE NEW SOFTWARE 

We had a bit of an embarassment last issue? as 
many of you will know> because many of the 
items advertised were available in such small 
quantities that we quickly sold out (we had to 
prepare the issue in advance). This time we do 
have good stocks of all the items t ma^ of 
which have not been offered before. Take a good 
look through and stock up for the long winter 
nights. We need your continuing support. 

MAKE THAT COMMITMENT 


ROCKET REPAIR MAN 



DISK 

ONLY 


Buried somewhere in the underground maze of 
caverns of the planet Leskas are essential 
components of your Astro-ship. Get Into your 
space suit, strap on your Jet Pack and begin 
the most terrifying descent imaginable. You 
must collect pieces of a rocket in which you 
can escape but beware the dreaded Neutlno 
Ghosts and the Quark Phantoms out to stop 
you. Another neat game from Red Hat. 


OUR PRICE £3.95 




HARDBALL 


All the thrills of American baseball 
can be yours on a summer after¬ 
noon In the ballpark. Sit behind 
home piste, along the left field line, 
down the right field line or join the 
manager in the dugout. Look over 
the pitcher's shoulder as he throws 
the next ball. You control all the 
action of the batsmen, pitchers and 
fielders as you try and battle your 
way to the top of the league. Art 
exciting game for one or two 
players. 

ROM CARTRIDGE 

OUR PRICE £7.95 


NEW YORK CITY 

Welcome to The Big Apple. This 
hurried jungle of steel, concrete and 
glass bristles with fascinating 
sights and more than its share of 
danger. From the placid greenery of 
Central Park, there Is no city in the 
world like New York, and boy are 
you about to Und that out! As a 
visiting tourist you only have a li¬ 
mited time to sea all the sights, but 
New York City has a little mote ex¬ 
citement, a little more danger in 
store than a mere sightseeing trip 
to the zool 

DISK ONLY 

OUR PRICE £3.95 


PLASTRON 


Take your place in a small band of pirates out to steal fossil fuel* from 
the biggest corporation In the galaxy. You must guide your shuttle 
craft along the surface of the planet Plastron lo collect as much fuel 
as you can from the heavily defended mine zones and then rendez¬ 
vous with the supply tank at the end of each level. Plastron got a good 
review in New Atari User and has tome excellent graphics. 

CASSETTE ONLY OUR PRICE £2.95 
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More new software 


FOOD FIGHT 

Charley loves to eat, One day he visits the 
carnival and heads straight lor the Food Fight 

1 contest. Help Charley hurl mounds of fabulous 

1 food at disgruntled chefs. Spinach, bananas, 

|«. Hai tomatoes, watermelon will be thrown about as 

1 you try and make the chefs retreat, You are 
v a ^ er the 9 ia*tl ice cream cone that awaits if you 

1 make It across the screen, Enjoy the fight... 

PRICE £7.95 

ADVENTURE PACK 

Four of the famous Channel 8 text adventures on 
four cassettes for just £2.50!* 

You get WAXWORKS , ARROW OF DEATH 

Part 1, ARROW OF DEATH Part 2 and THE 
GOLDEN BATON on four separate cassettes, 
each boxed \ for just £2.50 

It must surely be time for you to try your hand at 
adventure ! 

'Usual postage per order applies 


SILICON DREAMS 

Taking the role of Kim Kimberley you are a leading participant in 
the colonisation of Eden, a planet prepared for human habitation by 
an advance guard of intelligent robots who battle with the native 
and highly aggressive fauna, In this highly structured and realistic 
environment you must move your mind into the twenty-third cen- 
tury. Silicon dreams comprises three excellent graphics adventures 
- SNOWBALL, RETURN TO EDEN and THE WORM IN PARADISE 
from Level 9, the masters of adventure 

cassette OUR PRICE £5.95 , 

GAUNTLET - 

THE DEEPER DUNGEONS 

tf you have the original Gauntlet disk then you will know how good 
the game Is and will want to extend play with the Deeper Dungeons, 
Over 500 new dungeons are here for you to explore. This is the way 
to revive your interest in Gauntlet and play on for many more hours 
or days! This is a data disk only and requires the original Gauntlet 
disk. 

j oJTly our PRICE JUST £2.95 


CROSSFIRE 

You are alone in a desert 
city surrounded by aliens w 
shoot lasers from every din 
tion. Your movements are cc 
fined but you haven't given l 
I f you are to survive you'll ha 
to concentrate on where t 
shots are coming from oth 
wise you'll be caught in \ 
CROSSFIRE. One of those h 
ly simple yet highly addict 
games. 

CASSETTE ONLY 

OUR PRICE £2.9f 

THE E FACTOR 

ed The E factor represents the amount 

^IQ of time the energy sources Oh the 

planets in our galaxy will last. Many 
pi arrets need emargancy fuel cap- 
in ~ stiles delivered if they are to sur* 

J P- vlve, You must plot the interplanel- 

ve ary course and guide your emu 

<h e through the quadrants filled with 

Er _ Obstacles such SS space mines, 

alien fighters and spinning astar- 
_ oids. Can you complete a mission 

df - and deliver your energy crystal be- 

ve fora another planet calls on your 

services? 

DISK ONLY 

OUR PRICE £3.95 

THE COUNT 

One of Scot! Adam's famous 
graphic adventures ih which 
you awake in ah antique brass 
bed in a dank, desolate castle. 

(1 soon looks like you are 
going to meet a certain toothy 
Transylvanian Count who goes 
by the name of Draculat Will 
you escape or become one of 
the living dead? An adventure 
with full graphics, moderate 
level for ages 10 to adult. 

DISK ONLY 

OUR PRICE JUST £2.95! 

ARCH0N 

A unique battle combining ele¬ 
ments of fantasy with the strate¬ 
gy of the chessboard. Your men 
represent the forces of good and 
evil and when they each occupy 
the same square the board 
bursts into life with banshees, 
goblins and sorceresses. They 
cast spells, throw flames, even 
take on each other's shapes and 
characteristics. You can play the 
Ughl or the Dark either alone or 
with another player. A totally uni¬ 
que game. 

ROM CARTRIDGE 

OUR PRICE £7.95 


THE LIVING DAYLIGHTS 

Control James Bond ihrough eight fast and furious levels from Gibraltar to 
Afghanistan and you will encounter the SAS (friendly), the KGB (not so 

Iriendly) and enemy helicopters (very unlriemdly!}. Your are up against Brad 
Whittaker, international' arms dealer and megalomaniac, Necros, his ruth- 
tess sidekick killer and Kostikov, the double dealing KG& General- You may 
fall in love with the beautiful Czech cellist Kara, but tan you trust her? 

disk only OUR PRICE £3.95 

MONTEZUMA’S REVENGE 

Wherever there's mind-bending mystery, hair-raising adventure and non¬ 
stop action* Panama Joe Is sure to be there- In Monteiuma's Revenge ha 
gate more than fie bargained for as you help him through 100 danger filled 
chambers in the Aztec emperor's fortress. The stakes? Priceless treasure. 
Finding the necessary keys, torches, swords and amulets is no easy task as 
Joe tries to avoid deadly snakes, spiders and bouncing skulls. Disappearing 
floors, bridges and laser walls are no picnic either! 

disk only OUR PRICE £3.95 


AIR RESCUE 

Peace is shattered as the Military Junta moves against the popu- 
Ear uprising. Civil war rages forcing expatriate Britons Into hiding 
to escape the guns, tanks and missiles of the opposing armies. 

There is only one way to get them out... Air Rescue! A cracking 
arcade game based on the classic Chop lifter. Fly your copter and 
rescue your fellow countrymen but don't get shot down. 

CASSETTE ONLY OUR PRICE £2.95 

ATARI USER TOOLKIT 

Now programmers without a disk drive can take advantage of prog¬ 
ramming aids normally the preserve of disk drive owners. The Toolkit 
adds several tom mauds to Basic such as Delete a block of Unas, 
Renumber programs, Change variable names, Ust Variables, Remove 
all RE Ms, Convert Hex to decimal and Print listings to Epson compati¬ 
ble printers. Just boot the tape and all these additional commands are 
ready to use with your next program. 

CASSETTE ONLY OUR PRICE £2.95 
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20 NEWLY FEATURED CASSETTES 


YOURS FROM ONLY 95p EACH INCLUDING POSTAGE 

Prices start at £1.95 each and reduce according to how many you buy ... and 
you can mix these with our regular cassettes shown on the inside front cover 
Now you have OVER 40 cassettes to choose from! 







TWILIGHT WORLD 

Enter the Twilight World. Equipped with the 
l.i lest In arch-gravity sods and Lntnr weaponry, 
hpttlq your way through such Of Ihe «4even 
dungepn* (toiMttog their ilendishly devious In- 
hatiUanta along the way. A game r«rn Ala ri 
U'ernaelves' 


AZTEC CHALLENGE 

At (he ancient Maxican pyramid Dt I enc-cht 11 ir, 
the Artec gods Neve demandsd a humafi sacri¬ 
fice. You are ore al the chosen! Your only hope 
or escape la to survive a series or basis In 

which your agility and slamlrie in pushed to 
the limits. Over the eanturlai your race has 
deviriofwd amazing nhlllmg In running Jumping 
Slid leaping - your only chance at surviving the 
epic Artec, challenge. 

FRUIT MACHINE SIMULATOR 

Code Masters version Of Che IrulE machine that 
they dalm is Ihe hrst real fruit machine Simula, 
lor. Features Include Cosh Sox, Nudge Boy 
Jurilh CoripuNucgt and Hudcn BanfcJ., Kh ill 
Climb, Winning StrnaY, Cash GB-ibWe, Holds 
end liegH-WtHde, Skin Chances end Party nme 
Meier, 


MICRO RHYTHM 

Mlerorfrythm converts your computer Into a 
programmable drum system. All of the realistic 
drum sounds were digriixed using the Replay 
sampling system and eight drum sounds c.nn 
be arranged n 25 dlHernnl drum patterns. 
Annoy Hie rwlghbour* wllhpul buying a drum 
Kill 


LEAGUE CHALLENGE 

Manege yoiirTavourlts football team your way. 
No more matefiea foot baoauae the manager 
ehosa ihe wrong team or played a wrung oom- 
binartioii. Now It'S your chance Id go lor Divi¬ 
sion One or win ihe league and cup double. 
You muy even find the manager s job li harder 
lhan you Imagined! 



DARTS 


Slop Up to the ache and enjoy all cl the fun at 
competition car' s that includes three dart 
games tor the price ol one. A choice of these 
popular games; HOI, Hound the Board and 
Cricked are available In Chip pankson. 



PHANTOM 


Something strange has been happening, none- 
thing quite unnetural. At hist no-onir took much 
notice. Those who had OKperlnncec IE warn con¬ 
sidered cr«kpotB thll HOW IhB number of crack- 
pots were too numerous - eortiattilng etrange 
j was. inoeed going on. Another cracker Pom 
Zeppelin Games. 



MR DIG 

An old iBvogrtte in whtoh Mr Olg has to dig tot 
itlddon food suppllea in Ws 'Maanie' tanftory 
below ground. As he digs he can eat chcmes or 
ctl sh tha Meanfea with apples. Special Ireats 
cam extra points and a Magic Power Orb can 
kill all the Maaclea. 

• •• • ' V 



ON CUE 

Corrhpi that cua bain A chsllsnghig real Ufa 
simulation which combines Pool arm Snooker 

drt tha- saw ee&aatte. An absolute must for 
both enthusiasts and beginners alike. If you 
have ever wanted to be at the Crucible taking 
part In tha World ChpmplenehlpB, TOW'B your 

Cbpnpa to prpefle*. 

- '-ifm , 

1 t f ag 




s6» 

FOOTBALL MANAGER 

Manage fha leom ot yourehplcs. Fnaluras in- 
ciudB Transtor MBYkrt; ru» Lbsous tobies; In- 
jurias: bbvb g«irtB ibcUHv : pronfictlan and re- 
lagellon; FA Cdp 'P-aLchau: maragerial rating; 4 
divisions: as many aeaaona and you like; pick 
your team for each match and seven skill 
levels. 

1 





STRATOSPHERE 

It's five years on, Ihe hatll* tor human 1,1 n hflb 
bean succesalul but only to fl point, Thfl f*m- 
rurrt* or tha a linn tore* aim mflflMb Earth and 

tt’H your to dBBlroy Ihem onca and tor all. 

Soma reaNy exoallsnlgraphicu add upiceto ihlu 
apaoa shabt ‘am up. 


! 

, f. v 'f 

MOLECULE MAN 

Lest in a maze with 25G ccatlor n yam must 
light against time and lethal radiation fg *uwlv* 
and teleport to safety. Also Incl.idnd la *n Nay 
i 1o use, Maze ElB*lgn«r which Win allow you to 
: edit th* extoiing grtme orcraste » naw va^lon. 

] nicb 3-D graphics bs you tooata and fit 16 

1 Circuit (Mato a to escape 






SPACE WARS 

Hid*isu* alien*, ground kaasB brishlng with 
gtm*. ricndis n flying torihfitlons and an asteroid 
belt of three |uai to heap you or your icaa! Ah 
you've aver wanted From a ahooi 'am up with 
IhCredHHe playability makes this a muaf tor any 
aarfbus game player. Lie warned, tfs not for 
wimps. Be good or be gone! 



SIDEWINDER 

The original Sidewinder ha* you flying the (ligh¬ 
tish Sidewinder huntnr-klrinr hellMptarlhrOLigb 
ftpeecHci.ihr midargrtsund taverha, past the 
enemy tterensea and aecurity systeme io yuer 
home base Ori the tioepilabte surface. Mere 
great graphics from Zeppelin Gamas 


MADJAX 

Someone ha* baen lobbing shn-ils Into your 
urea, cosy I ttln rtomari pity threatening 10 lore* 
thy population out Into Ihe radiosctlve waste¬ 
land outolda. Taka up tha fast act on as you 
race VOUt heavily armed buggy through the 
enemy deEances. Flghrt off their loroes and 
survive or your city dies with you. 


POGOTRON 

You have been stranded do a hostile planet, 

! alone, except tor the lurbo-pngo', ihn only 
means or transport. You hpvg Ihe plBriS tor a 
■ space ship and iha search ia on 1o Sind tha 
nquipnmnt and than build the apace ahlp to 
I escape The final danger la Ihr Guardian who 
rnuet ba deatrOyed before you can be (me. 


DAWN RAIDER 


Fly your heavily armed helicopter gun-ship Into 
| the Fortified complex ot the super or minnl (not 
ia holding fha world to ransom with his, nuclear 
; armed rocket*. Guide ywr-gnin-Hhlp through 
j Ihe grant underground CUVem, a-tlOOtlrip ifld 
: bombing the defence ayatams to atop (he das- 
i irudlon of the wortd s cities. 


CRYSTAL RAIDER 

Solve the problems And collect the crystals. 

Fitly fleridiah fatal patterns to be sotvad! Hours 
Of Wind and |oyatlch banding erled,’. irmnnl tor 
Ihose who like their games to Infuriate the pert* 
other software cannot reach! Not really an 
arcade advenlurn but a s*rli#B <H Ragle problam* 
to tax you pit the way. 


PENGON 



LAS VEGAS CASINO 

Sava you* money yat op sin by slaying at home 
but thlfi lime you can vlaii many different tables 
Ip the CatlrtA. Choose from Black Jack, Craps, 
BACtarat or Roulette, names that conjurn up tha 
atmosphere ot Ihn Las Yaga* casinos, a world 
ot high stakes. You have $1,DOO but thy jackpot 
of $5D,0«] is watting! 



Can you save Penguin Willy from the r-eroctoUS 
mutant sea lions'? Stun Ihcm by knocking them 
agamsl Ihe walla or crush them to B hoerirylng 
death with sliding len blocks High apsad 


BMX SIMULATOR 

A briiii.tri v it' si on or the epic Cb* game. Eye In 
the shy viewing - amazing realistic Sfertulatlbn, 
Ihe starting ramp, burma, bumpe, water 
splashus stc dll have realistic effect on the 
riC-Bt, TWfr player <jp(lon and seven different 
courses will !btL even the best games player. 


Any one cassette £1.95 - any two £3.50 - any three £5.00 * any 4 £6.50 ■ any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are inclusive of postage 

cm THE INSIDE FM COVH FOR mm II CASSETTES TO CHOOSE FROM! 


New Atari User - Issue 64 


49 

















































Some new... some old... 


THE ETERNAL DAGGER 



A highly recommended follow up to 
Wizard's Crown, this fully graphics based 
fantasy role playing game will keep you 
entranced as you battle through the wilder¬ 
ness in search of the enchanted weapon 
that alone can save the folk of Middle 
World, Full of magic, mystery and intrigue 
this Is one of the best adventures on the 
Atari, 


DISK 

ONLY 


OUR PRICE £6.95 


BATTALION COMMANDER 



CASSETTE 

ONLY 


An exciting real-time tactical game with you a$ 
lieutenant colonel in charge of an entire 
armoured battalion. Choose from five different 
scenarios from a training mission against a 
Soviet tank battalion to tough assignments 
against the Chinese. You can adjust the relative 
strengths of your forces and the opposition and 
choose from 40 different terrain maps and five 
different scenarios. Enough variety to lest for 
years! 

OUR PRICE £4.95 


SCOOTER 

Scooter needs your help to get 
through the eight levels of his 
enchanted building. Inventive 
traps and unusual gimmicks 
abound. Weird sounds have been 
heard from the new building and 
the construction men are 
spooked. What could It be? If$ 
your )ota to move Scooter up 
through the eight levels to find 
the secret. But don't think it's 
going to be an easy task! 

DISK ONLY 

OUR PRICE £3.95 


LASER HAWK 

Your Laser Hawk helicopter is 
ready to go, but are you? To des¬ 
troy the five command centres of 
the evil Proc Irata, your ship will 
have to outfly or blast away its 
incredible defence systems 
which include air cannons, smart 
missiles, falling meteorites, heat 
rays and high level bombers. Eye 
stunning graphics and unbeliev¬ 
able non-stop action make this 
game a winner! 

DISK ONLY 

OUR PRICE £3.95 


SEA BANDIT 

Challenge the mysterious forces 
of the deep ocean 3$ you search 
for glittering lost treasures. There 
are concealed mines which are 
launched from the the ocean 
floor and yog must activate your 
mine sweep before they explode. 
Quick reflexes are needed if you 
want to get through all 12 levels 
of this underwater escapade. 


DISK OR CASSETTE 

OUR PRICE £3.95 


ARKANOID 

One of the best adaptations of ell 
time. Take the simple but highly 
addictive concept of Breakout and 
add dozens of variations, enhance¬ 
ments and extras and you have one 
of the best computer games of all. 
This is highly addictive and chal¬ 
lenging and a must for anyone who 
has not yet experienced Ihe addic¬ 
tive nature of the world of Arkanold. 


CASSETTE ONLY 

OUR PRICE £2.95 


KNOCKOUT 

BOXING 

Challenge tor the Heavyweight 
Championship of the World fay box¬ 
ing your way peat nine pragr«* 5 rvo- 
ly more skilful opponent. You will 
need speed end skill to deliver body 
w e ei k e r i n g stomach punches, 
points scoring heed jabs or deadly 
upper cuts. Your must remember to 
keep your guard up or (he referee 
will soon be counting you out. 

CASSETTE ONLY 

OUR PRICE £3.95 


JUNO FIRST 

A fast and furious apace sheet 'em 
up translated from Konami's early 
arcade machine of the same name. 
Dozens of alien craft will attack 
from nil sides and you must be 
quick in blast them away and earn 
your bonuses- If you Teel that you 
are y Lji ny in die then you can take 
the Iasi resort and warp away 
through a kaleidoscope of colour. 
Similar to invaders, this fast snoot 
'em up will appeal to any arcade 
game fanatic. 

DISK ONLY 

OUR PRICE £3.95 


TRIVIAL 

PURSUIT 

The classic board ynmn translated 
to the Atari with added question 
power. Mow you can answer ques¬ 
tions presented with music and 
graphics as well as straight text. An 
ideal family game or one you can 
play on your own. Over 3,000 ques¬ 
tions and all the mechanics ol the 
game taken c^re of by the compu¬ 
ter. Trivia has never been so much 
fun and has never been available 
before at this price! 

DISK ONLY 

NOW ONLY £2.95! 


PANZER 

GRENADIERS 

Ip this exciting solitaire wargems you 
make the decisions ter .1 regiment of 
(he elite arm cured Inl.nntry attached le 
the Panzer Grenadiers, your forces 
also include mortar, artillery. Panzer 
IV, Fanltier and Tiger units. The Kua- 
Rliin Anemy la directed by the compu¬ 
ter Which Will fiercciy challenge you 
With Its Own complement Of Infantry, 
tanks and anti-tank guns, Three level s 
□f difficulty. Joystick control, hl-rmi 
graphics. 

DISK ONLY 

OUR PRICE £7.95 


DECISION IN THE DESERT 

Take command at the Battle of El Ala- 
mein. You cen lead either side in this 
accurate simulation from the Creators 
cl F -1 b Strike Eagle 

CASSETTE 

OUR PRICE £5.95 


MIG ALLEY ACE 

An aerial combat .Simulation set In 
Korea with 3D graphics, cockpit In- 
Elrumenlation, different skill levels and 
much more 

DISK 

OUR PRICE £6.95 


COLOSSUS CHESS 4 

Cloims to be the host chess program of 
all. The writers of Sargon III would dia- 
agree, hut there is no doubt this is a. fine 
chess simulation particularly for adv¬ 
anced players 

CASSETTE ONLY 

OUR PRICE £3.95 

MAKE 

A 

COMMITMENT 

BUY 

SOMETHING EXTRA 


BLUE MAX 

Everyone must have heard of this 
World War Two 3-D flying game. We no 
longer have the ROM cartridge but this 
Classic can be yours on disk dirt cheap! 

DISK ONLY 

OUR PRICE £2.95 


SUN STAR 

The Sun Star is die fastest and most 
powerful craft ever bulk and you must 
pi let il 10 recover crystals from the 
solar grid- A Slightly different game. 

DISK ONLY 

OUR PRICE £2.95 


FS2 SCENERY DISKS 

WE HAVE A LIMITED 
NUMBER OF SCENERY 
DISKS IN STOCK 

AT £9.95 EACH 
- PLEASE PHONE 


so 
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Limited Supply items ... 


Many of the items here (though 
not all) are down to the last few 
and we doubt that we will find 
more stock - we suggest you 
phone first on these to avoid 
disappointment 


TRAILBLAZER 



A classic 3-D game in which yo j control 
your ball on an ever changing grid rushing 
towards you at breakneck speed. Keep an 
eye on the task set and try to avoid the 
chasms on either side. Hard to explain, but 
great fun to play with superb graphics, this 
is one of the classic games on the Atari, 
For 1 player or 2 players together with split 
screen action. 


DISK 

ONLY 


OUR PRICE £3.95 


BALLBLAZER 

The year is 3Q9? 1 and you are the 
contestant In the most competiti ve 
and by far the most popular sport In 
the universe, Jump immediately 
into head-to-head) action against a 
friend or hone yOUr skills against a 
selection oF Droids. Either way. 
you're in for the match of the cen¬ 
tury I Excellent graphics and split 
screen action have made this one 
of Ihe Atari classics. 

DISK ONLY 

OUR PRICE £3.95 


ROSEN'S BRIGADE 

You have just been on a secret 
bombing mission when the enemy 
sights you and attacks from all 
sides. Your fellow flyers are over' 
come by the enemy hut you, as an 
ace pilot, manage to escape. Now 
you must go back and try to rescue 
your men. You will face tanks, bat' 
tie-ships, planes and choppers 
which you must shoot down whilst 
avoiding enemy fire. All the time 
you must keep an eye out for your 
comrades who will parachute down. 
How many can you rescue? 

DISK OR CASSETTE 

OUR PRICE £3.95 


PACMAN 

What can you say? Surely one of 
the all time arcade classics that 
should be in everyone's collec- 
tion. A game that can be played 
by adults and children alike with 
equal fascination. Very few of 
these ROMs are left now and 
your collection is not complete 
without this all time classic. 
Soon it will be gone forever. 

ROM CARTRIDGE 

OUR PRICE £6.95 


TOUCHDOWN 

FOOTBALL 

Yes it's real American football on your 
Atari with greet 3-D graphics and ani¬ 
mation for 1 or 2 players. Choose 
Offensive or defensive play and be 
ready to run hard. Don't worry il you 
don't know the rules, as everything, is 
explained. Your players are conlrolled 
by the Joystick which givas eight types 
of move depending on die lype of 
game you are playing. 11 Will lake a 
While to maaler but when you are Up 
and running Ihe adrenaline will be run¬ 
ning big hi 

DISK ONLY 

OUR PRICE £3.95 

L 




ZAXXON 


VOODOO CASTLE 


The classic 3-dimensional flying 


The Count of Monte Crlsto reposes 


game is back again for a limited 


in a colfln in his musty castle await- 


period. Fly your aircraft over a land- 


Ing an able assist Irom you to re- 


scape littered with enemy aircraft. 


move the curse that binda him lo 


Fuel tanks, concealed missiles, anti- 


non-life. Is be down for the count 


aircraft tanks end more as you fly 


for good or can you help? Gather 


over walls end past obstacles. If 


your rabbit s loot, arcane charms 


you survive the lard battle you 


and courage and be prepared to 


enter a breathtaking space battle 


gtep through the portal of Voodoo 


against a fleet of enemy fighters. 


Castle. A moderate level graphics 


'Beyond that lies the robot but lew 


adventure Irom Scott Adams 


have got this far. A classic. 




DISK OR CASSETTE 


DISK ONLY 


OUR PRICE £3.95 


OUR PRICE JUST £2.95! 



BARNYARD 

BLASTER 

Gel yourself a light gun and have 
some ton with some real down-on' 
the-farm target practice. There's 
critters, battles and varmlts every' 
where in the barn, In the yard and 
out on the cornfield. If you can't hit 
the moving targets you can play 
havoc with the veggies. If you get 
hold of a light gun then Barnyard 
Blaster is fun all the way. 

ROM CARTRIDGE 

OUR PRICE JUST £5.95! 


PANIK! 

All Ihe excitement of s great arcade 
classic. Screen after screen of evil 
looking monsters are out to get 
you. You are quite strong, you can 
move fast and you are armed with 
a large shovel. Bui will this be 
enough? You must dig traps for the 
monsters or hit them over the head 
with your shovel. How long can yOu 
survive before you Panlk! 


CASSETTE ONLY 

OUR PRICE £1.95 


SPEED RUN 

Do you fancy being a rally Ace? Mow's your chance. Quick 
reactions, skill and a hit of nerve are needed on the winding 
roads. You have a choice of automatic shift or if you really fancy 
your chances, manual gear shift. Push the car, and yourself, to 
the limits and heat the dock. One of the very best car games 
around, originally from Red Rat. 

CASSETTE ONLY OUR PRICE £2.95 


ROULETTE SIMULATOR 

Why waste your money in the Casino when you can play at home 
with up to three friends? Now’s your chance to break the bank. 
You must have cool nerves and a little tuck to beat the odds. 
Place your chips skilfully, with £5,000 in the bank you can gamble 
for big, big money! 

CASSETTE ONLY OUR PRICE £1.95 


KICK OFF 

Recognised by many as the soccer game for the Atari, Kick Off Is played qn 
a full size, multi-dirEciianal acral I leg pitch and h as every skill you can think 
of. Practice options si low you to learn the game before tackling the skill 
leveLs from Sunday League fo international. Although for one or two play' 
ere, you can save ihe league competition with up lo eight players controll¬ 
ing teems. Penalties, red and yellow cards, injuries, it's all here in the best 
football game of all, 

CASSETTE ONLY OUR PRICE £3.95 


BOULDERDASH 


VE 

:ryl 

mu 

ED SUPPLY 


Yes, it’s back again. Boulder dash must be one of the most 
famous games of all time and it’s still great fun lo play. Guide 
Rockford through the caves to collect the diamonds but avoid the 
falling rocks, 1 or 2 players, playable intermissions, several diffe* 
rent caves each with 5 levels of difficulty make this award win¬ 
ning game one to come back to time and again. 


CASSETTE ONLY OUR PRICE £2.95 
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GAMES 


ZAXXON 

One of the all time classics for the Atari. Zaxxon set 
new standards with ils unique 3 dimensional battle¬ 
field and great graphics 

DISK/CASS OUR PRICE £2.95 

TAIL OF BETA LYRAE 

Our A-Z of Atari Software senes says "The ullimate 
'Scramble' clone with superb graphics and music." 

A great horizontal scroller 

CASS OUR PRICE JUST 95p 

FIGHT NIGHT 

fight Night brings you all the thrills of the boxing 
ring as you face the most btulal fighters ever in five 
separate hatiles, i/2 players. 

ROM OUR PRICE £7.95 

SPEED HAWK 

One of Atari's last games for the e-blt can now be 
yours al budget price!! A smoothly scrolling arcade 
game in which you must defend the ring worlds of 
your solar system from pirates, 

CASS OUR PRICE £2.95 

PANZER GRENADIER 

A wargame of German armoured infantry on the 
Eastern From. Five historical simulations, skiii 
levels, joystick control, graphics 

DISK OUR PRICE £7.95 

NIBBLER 

Slinking through an unknown land Nibbler finds 
himself in an iridescent world of constant change. 

As lime grows short his body grows longer and he 
risks running inio himself. Can he survive? 

DISK OUR PRICE £1.95!! 

JINXTER 

An adventure from Magnetic Scrolls, the learn lhat 
sot new standards in adventure design Requires 
1050 or XF551 drive 

DISK OUR PRICE £7.95 



JEWELS OF DARKNESS 

Three superb, classic adventures with full colour 
graphics. Choose from Colossal Adventure, Adven¬ 
ture Quest or Dungeon Adventure as you take on 
the challenge of the mythical worlds creatoc by 
Level 9. The Premier collection nicely packaged 
with a 64 page book 

CASS OUR PRICE £5.95 

LANCELOT 

Level 9 recreate the time of wizards and the 
Knights of the Round Table in a three part adven¬ 
ture spanning the complete saga of the guest for 
the Holy Gra-.l. Superbly researched and superbly 
written this text adventure is full of atmosphere and 
highly recommended. 

DISK OR CASSETTE 

OUR PRICE £5.95 

ZORK 1 

One of the mo&t famous adventures gf s n time. 
Classic Infooom in the original box and; packaging. 

A real bargain! 

DISK SUPER PRICE £2.951 

US FOOTBALL 

American Football is now a big craze In this country 
and you can now play at home. Outsmart the 
defence, make tackles, select plays and more. 

ROM OUR PRICE £7,95 

EASTERN FRONT (1941) 

The classic war simulation by Chris Crawford that 
astounded Atari users when it was released. Based 
on Operation Barbarossa on the border of Russia. 

ROM OUR PRICE £6.95 

SUPER BREAKOUT 

Breakout was Ihe original simple yet totally addic¬ 
tive game and this enhanced version will provide 
even more addictive fun. Needs paddles. 

ROM OUR PRICE £3.95 

ONE ON ONE 

Play baskeiball with two of America's top players In 
this great sports simulation which features realistic 
offensive and defensive moves 

ROM OUR PRICE £7.95 

CAVERNS OF MARS 

Winner of one of ihe first Alan programming com¬ 
petitions, this was one of the first vertical scrollers 
and remains much sought after - LAST FEW WITH¬ 
OUT BOX BUT WITH FULL ORIGINAL MANUAL - 

DISK LOW PRICE £4.95 

MAXWELL’S DEMON 

A simple yet challenging puzzle game which will get 
you totally addicted, In fact two games in one for 
double the fun 

DISK OUR PRICE El,99 

MR ROBOT & HIS 
ROBOT FACTORY 

One of Ihe most famous platform games that has 
you running and jumping over everything in sight. A 
really classy game 

DISK OUR PRICE £1.95 

STRANGE ODYSSEY 

At ihe galaxy's rim, there are rewards apienly (c be 
harvested from a long-dead alien civilization. Fabu¬ 
lous graphic adventure 

DISK OUR PRICE £4.95 


APPLICATIONS 


LETTER WIZARD 

For those who need a little more sophistication in a 
word processor, Letter Wizard gives you all of ihe 
features you would expect 

DISK NOW ONLY £5.95 

INVITATION TO 
PROGRAMMING 2 

Entitled Writing Your Own Programs, comprises 
TWO cassettes and TWO workbooks and does not 
require Invitation To Programming 1. 

CASS OUR PRICE £2.95 

MUSIC PAINTER 

An exciting educational program that helps to teach 
music by using colours instead of notes. For chil¬ 
dren or adults alike 

DISK OUR PRICE £7.95 

BASIC CARTRIDGE 

Some programs, especially some early public do- 
mam programs won't run on Ihe XL/XE but they will 
if you plug in the old version of Basic. 

ROM OUR PRICE £3.95 


EDUCATION 


JUGGLES RAINBOW 

A first computer experience for children aged 3 to 6 
that teaches the concepts of above, below, left and 
right plus letter recognition 

DISK OUR PRICE £5.95 

JUGGLES HOUSE 

Another for 3 to 6 year olds teaching the concepts 
of inside t outside, upper and lower with Juggles' 
House and Tayshelf. 

CASS OUR PRICE £5.95 


BOOKS 


EASY PROGRAMMING FOR 
YOUR ATARI MICRO 

This book went out of print 3 years ago and we 
have been searching for a replacement aver since. 
We are absolutely delighted to have found more 
slocks of one of (he best beginner's books ever 
published. 

REDUCED PRICE £4.95 

ATARI ADVENTURES 

An excellent book written by adventure export Tony 
Bridges covering adventures in general and show¬ 
ing how yog can write your own adventures 

OUR PRICE £1.50 

WRITING STRATEGY 
GAMES 

If you are fed up with simple arcade style games 
but are not sure of the maths required in writing 
'thinking' games like chess here is a book that will 
help you out. 

OUR PRICE £1.50 


ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO 

PAGE a, f> O. BOX 54, STAFFORD, ST16 1DR 
TELEPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH 
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MUSIC 


WITH YOUR ATARI 



JOIN THE BAND 


John S Davison 
with 

some recent updates 


T hings art: a bit quiet on the music front at present. I'm 
in the process of lining up reviews of a number of new 
music related items, but unfortunately none of these 
materialised in time for this Issue. I do have news of updates to 
a couple of existing products though, both of which we’ve 
looked at in these pages In the past- 


MUSICAL FRACTALS 

The first is an update to Fractal Music, originally reviewed in 
Issue 47. For those un familiar with the program, it's a com¬ 
position aid which uses the unlikely concept of fractal mathe¬ 
matics to generate a new piece of music, or transform an 
existing piece in a Li sorts of clever ways, and play the results 
on a MID] synthesiser. Agreed those results aren't everyone's 
cup of Earl Grey, but the program is still an invaluable ex¬ 
perimental loo! for serious music students or composers. 

The laLcsL upgrade. Version 2,51, is really only a minor one. 
but it does correct several annoying "features" of the previous 
version. The first is that it now incorporates a MIDI Thru 
function, useful if you play separate expander modules, drum 
machines, and the like from a separate Mini keyboard. You no 
longer have to mess around recabling your MIDI setup if you 
want to try out different sounds - it can now be done via menu 
selection and mouse clicks. 

Older versions of Fractal Music suffered from the dreaded 
MIDI ’drone" when using certain MIDI Synthesisers. If you 
stopped the program during fractation" (the music generation 
process) or while playing hack an existing piece, the last notes 
played would continue to sound, droning on forever until you 
reset the synth manually. Tills is now taken care of automatic¬ 
ally by the software when you tell it to slop fractating or 
playing. 

The updaLe costs just £5.00 Lo UK registered users (£7.50 if 
overseas), If you want more details call Datamusic on 
OS 1-985-5268. 


The second iLcrn isn't really an update, but more of an add-on 
to an existing product. It's a new styles disk for Band-In- 
A-Box, the Innovative automatic accompaniment generator 
from FG Music (see Issues 48 and 57 for original reviews). This 
program is one of the most useful music related software tools 
I’ve encountered. Its purpose being to automatically generate 
and play rhythm backings in any musical style for any chord 
sequence you care to supply. It can also record and play a 
melody line over the backing if you wish, and the whole song 
can then be performed on any suitably equipped MIDI synth¬ 
esiser. Instrumentation is normally for bass, piano, drums, 
strings, and guitar, but you can substitute your own sounds 
for these If required. It sounds terrific in use. producing really 
professional quality backing tracks you can play along to or 
incorporate into your own sequencer based songs. 

Styles are available from three sources. You can use the 
pre-programmed styles supplied with Band-In-A-Box; yon can 
build your own using the program's Slyk:Maker facility; or you 
can buy collections of ready-made styles at around £25 per 
disk. There are now four of these and I recently acquired 
number four in the series, which contains 34 styles. Most of 
them are completely new, but several are reworked items from 
previous disks. Early versions of Band-In-A-Box produced 
piano, bass, and drums backing only, but later versions hand¬ 
le five part instrumentation as mentioned above. FG Music are 
now updating some of Ihc old styles lo five parls and impro¬ 
ving Lhe arrangements Loo. They've now also started to substi¬ 
tute other instruments such as clarinet, fiddle, and banjo 
where it improves the arrangement. 

The Jazz Styles section contains nine styles including Char¬ 
leston, Dixieland, Fats Waller, Louie Frima, and Jazz Quintet, 
amongst others. There are eight new Country Styles including 
Chet (Chet Atkins "boom-chick" sound), Floyd Plano (Nashville 
piano sound), and Ozark (incorporating banjo and fiddle 
sounds]}. Pop Styles arc split into old" and "new" sections, the 
former including Suprcmes, Sam Cooke, JB Goode, and Fats 
Domino, and the latter such Lilies as Breezin’, St. Elmo, and 
Grover. Finally there's die Ethnic /Miscellaneous section, 
which supplies two Israeli styles (great fun, theseM; a couple of 
marches; Gumbo (modern New Orleans); and Mozart (adding a 
classical flavour). Documentation supplied with the disk con¬ 
tains brief descriptions of the styles, suggested song titles to 
use with them, and recommended tempo ranges. 

Unexpectedly the disk Contains a fabulous bonus in the form 
Of 61 demo songs using the new styles. These aren't just a few 
bars of quick demos knocked out by PG Music's programmers, 
but complete, well known songs including a melody track in 
most cases, I just couldn’t Leave these alone, and it look me 
over THREE HOURS to play them all through Just once. Some 
are extremely compulsive - 1 defy anyone with any music In 
them to resist pkiying or singing along! And these are Just 
demo's - imagine W'hal you could do with your own songs! For 
details of the styles disks and Band-In-A-Box iLself, call Zone 
Distribution on 07L-738-5444. 

















































ST GAMES 




Y ou cant possibly have missed the 
fact that one of the most impor¬ 
tant games to come onto the 
computer scene In the last five years was 
Dungeon Master with its first person 
perspective of the life and times of a band 
of dungconeers. This game has spawned 
many others, some of them excellent and 
some not so excellent. Ishar - Legend of 
the Fortress falls into the excellent categ¬ 
ory. it takes the idea a quantum leap 
forward and gives you a game with over 
160,000 different locations. 

Ishar is the follow up to Crystals of 
Arborea and what a sequel. 1 haven't 
played Crystals but I can't wait if it's 
anything like this. Ishar is huge! 1 can't 
remember a game as complicated as this. 
This Is the kind of game RPG’ers would 
kill their Granny for just to get their 
hands on It for five minutes. 

Are you sitting comfortably? Then 1 11 
begin. If you ve played Crystals of 
Arborea you’ll already know that Jarel 
(wasn’t he in Labyrinth?), the Prince of 
the Elves, overthrew the evil Morgotli and 
became the ruler of the land now named 
Kendoria, Since then Jarel has died in a 
hushed up hunting accident and now 
Krogjhp an evil lord, has taken the land 
for himself and rules from the evil for- 
Lress of Ishar. You play the role of an 
ordinary guy dragged Into this world of 


Lroubled politics to sort it all out and 
restore the throne of Kendoria to right¬ 
eous hands. 

. You begin the game In the middle of a 
large plain of scrubland with no idea of 
win ere you are* what to do or where to go. 
The only thing around is a guy by a tree 
in the distance who babbles on about 
going to a local hostelry, This may seem a 
little confusing but it does allow for a 
great deal of Involvement in the plot 
which you soon get sucked into and you 
begin to think like the game. This only 
ever happened to me one other time 
when I played Gauntlet for 1# hours 
solid. Now alter being absorbed into a 
game I want to recruit people! 


JOIN THE GANG! 

The game continues and you soon find 
another traveller who you recruit and she 
joins your group. The people that join 
your group all have different talents and 
as such interact w r lth each other so that 
you gcL friendships and enmities formed 
within your own group. You must work 
these out so that you have a nicely 
rounded group. For instance when you 
go and recruit someone your group votes 
and If there’s a majority then be joins, if 
not he doesn’t so 
you must learn a 
little "people man¬ 
agement". 

People and places 
you meet around 
the laud give you 
clues and. hints in 
your quest. The 
first man to Join 
your group tells you 
to visit a local pub 
taut you may also 
be .given missions 
and quests to go on 
from many of the 
locals. These will 
play a part in the 
overall game’s 


depth which at first isn't present but 
once you realise that everything in this 
game is different doing something Lo one 
thing means you affect others. Movement 
in this land is via the now standard block 
of arrows that make you go forward, 
backwards, left and right as well as turn¬ 
ing you left and right. It also shows you 
your current party formation and you 
can also save and load games previous 
games from here as well. Travel abouL 
and you soon find the red gateway which 
takes you to another section of the land. 
These gates are used Lo transport you 
and your group without the hard (and 
laborious) task of having Lo walk every¬ 
where. 

When you first enter tills gateway you'll 
find yourself ambushed by a rather 
happy bunch of trolls who are very happy 
to beat seven shades of the brown sniff 
out of you. Now comes the time to learn 
how to fight and and you have to learn 
fast. All you need to do Is continually 
click on I he attack button of the charac¬ 
ter involved until either you or the oppo¬ 
sition is dead. The formation that you 
and your party are in is the most impor¬ 
tant part of Lhe fight and you should 
position those with the best weapons and 
armour to the front with the weak, lightly 
armoured, ones at the back. 


GO TO TOWN 

A town soon looms on the horizon after 
going through the gateway and you arc 
soon amongst Lhc towns buildings and 
entering the unlocked ones. The build¬ 
ings can contain many Lhings, from 
shops where you can buy weapons, food 
and ingredients for spells (which well 
come onto later), academies where yon 
and your group members can hone your 
fighting, magic, lock picking and oLhcr 
such skills, There arc also taverns were 
you can sleep and pick-up information 
about local goings on or just general title 
tattle. All this is provided to help you 
negotiate the pit falls and dangers that 
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lurk out there in the big wide world and 
Lo complete the mystery you are here to 
solve, 

A BIT OF MAGIC 

Magic is a very important part of Eshar 
as sometimes it is the only way to go 
forward. You have to make the spells up 
Lo a recipe, or so they say. but a certain 
amount of experimentation eomes into iL 
as well. Some characters start off with 
some or no spells at their disposal which 
they can add to by enrolling in academies 
to learn more advanced and interesting 
magic such as enemy confusion and 
party vaporisation. There are 3b spells in 
the book but you can experiment with 
other mixtures of the ingredients given in 
the instructions. Be careful Lhc ugh. one 
false move and you'll all be croaking and 
taking liking to lily pads! Magic has to be 
aimed! and it's no good being armed to 
the teeth if you can’t hit the side of a 
barn at 10 feet. 

Magic is used by clicking on the charac¬ 
ter's face which activates either attack or 
actions. The attack is obvious but Lhc 
actions allows you Lo use all the special 
actions of each character. A priestess, for 
instance, is better at magic than a barba¬ 
rian but is more vulnerable to sharp, 
high speed, killing kind of instruments. 
This has to taken into consideration both 
at the academies and at the battle 
scenes. 

Graphics are absolutely excellent. The 
backgrounds are highly detailed along 
with the characters and scenes in the 
taverns and the shops. The opening 
screen is very nice and sets the game up 
well. There is nothing worse than a lame 
beginning to a game to put you off. The 
backgrounds are detailed and varied 
enough to keep you interested while wan¬ 
dering aimlessly about and they enable 
you to pick out objects and people easily 
and without wondering whether they’re 
friend or foe. Overall a very good and 
successful attempt at tire graphics which 
works a treat. 


Normally games 
like this have very 
little sound aparl 
from a roar and a 
grunt here and 
there, but tills one 
has sampled noises 
all the way through 
it, right, from the 
%vord go. You hear 
Lhc crickets chirp¬ 
ing and eagles call¬ 
ing far away. There 
arc battle noises, 




again all sampled, 
during battles and 
the taverns are alive 
wiith the .sound of 
noisy revellers en¬ 
joying a few Jars 
down Lhc local. 

Sampled sounds 
can spoil a game if 
they are used too 
much and slow the 
game down hut not 
here. They lend to 
help you, feel your 
way around be¬ 
cause you feel as if 
you arc out there. 

The sheer size and 
complexi ty of Ishar 
will mean that you will be playing it for 
many moons to come. Dungeon Master 
xtarled it all and this one excels as the 
best one yet. It has rhe freshness and 
originality Lo make It last hy reiving on a 
proven good idea. You'll discover more 
and more about Keridoria every Lime you 
play it (thank goodness for a save game 
feature), Solving the mystery will be your 
main objective but on top elf that you'll 
have fun Just wandering around explor¬ 
ing the land and Its people. 

I can't wait to review Ishar 2 some day 
in the future buL until then I can't recam 


% you 9 tl be 
hooked in 
minutes 9 

ISHAR - Legend 
of the Fortress 


mend this game enough to those of you 
who enjoy a good hack and slash. To 
those who don't but enjoy blasting things 
get It anyway - you’ll be hooked in mi¬ 
nutes. I was! 


Siimarils 

£ 29.99 

Reviewed by Nishoivs Bavington 
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ST PUBLIC DOMAIN 




H ello. My name is Stuart J. 

Murray and I Luould like fro 
welcome you to PD ROUND¬ 
UP: a new column devoted to the 
world of Atari ST public domain soft¬ 
ware. Before commencing with my 
first Instalment I would tike to thank 
Paul Rlxon for his excellent handling 
of PD IVorid ouer the past three and a 
half years. 

Since PD World began In Issue 43 
(April/May 1990} Paul has consis¬ 
tently given Page 6 readers an infor¬ 
med overview of the best in ST public 
domain software. When he recently 
told me that he taas reluctantly going 
to stop PD World I was very dis¬ 
appointed because / didn't toanf fa 
see the ST public domain coverage 
disappear. I therefore rolled up my 
sleeves and offered to take over the 
column myself. The rest as they say , 
is history. Anyway, thanks Paul and 
keep up the good work on your 8-Bit! 
As Christmas is on the horizon, J 
thought l would begin by looking at 
some PD games. With commercial re¬ 
leases for the ST sloimrig up. it may 
he worth your while taking a look at 
the ever-improving PD market. Now, 
pass me that Joystick ... 

A BLAST FROM 
THE PAST... 

The deep spare exploration ship Darwin 
ft has been invaded by hostile alien 
robots As the last surviving crew mem¬ 
ber you must destroy the Pnsltronic 
Generators from which the robots draw 
their power arid then attack the roboLs 
them selves, Only when all of the robots 
have been destroyed will the exit open to 
the next level. To add to your problems 
the walls and barriers have been electri¬ 
fied. 

This is the scenario of K.QIIOTZ. If 
you haven't guessed already, it is a clone 
of the classic Stern Electronics game 
Berzerk, which appeared as a coin-op. 
Atari VCS cartridge \ 1982 - CX2650) and 
Atari 8-Bit pro to-type (1983 - with digi¬ 
tized speech). I still enjoy playing my VCS 
copy of Berzerk and so it was with great 


anticipation that I booted 
kobnlz. I was not dis¬ 
appointed! 

Beautiful Psygnnsis-type 
graphics, sampled sounds 
and, moat importantly, 
the same addictive game- 
play as Berzerk. Basically, 

Robotz is a glossy version 
of Berzerk complete with 
the original playability, I 
found the controls easier 
than those in Berzerk. 

However, the action in 
Robotz is a little slower 
because the roboLs move 
In turn rather than 
advancing together 
(although going by the speed of the ac¬ 
tion In Berzerk this is no bad thing). On 
later levels, it is Just as much a challenge 
to squeeze through the walls and barriers 
as it is Lo destroy the robots and gener¬ 
ators, 

RoboLz has expanded upon the element 
of strategy in Berzerk by having to firsL 
track down the generators. Whilst doing 
this you can only stun the alien robots. 
The only thing that’s missing is Evil Otto. 
Superb! 

ANOTHER BLAST 
BUT NO BLAST ... 

Another blast from the past which re¬ 
mains one of my favourite games is Pac- 
Man, There aren't many commercial ver¬ 
sions of Par-Man for your ST (Pacmania 
is probably the closest to the original) but 
the public domain is full of quality ver¬ 
sions, Ones to look out for include PAG- 
MAN ST. HACMAN II. EVASION 2 and 
the Ms Pac-Man clone MRS MUNCH IE, 

My favourite PD version of Pac-Man 
would have to be PACMAN ST, It is 
the closest implementation of the original 
coin-op. The gameplay is very smooth 
and scrolls over two screens. If you wish, 
you can change the classic background 
graphics io a Modern setting (a blue/ 
purple screen of tiles and 3D walls). 
However, iL's not a patch on the Classic 
setting! You can also alter the speed of 
the gameplay from Normal to Hectic, Be 


warned! Hectic is hectic[ 

After completing every second screen 
there are Pac-Man cartoons. A nice touch 
which adds to the overall feeling of the 
game. Great fun! 


P-P-P-PICK UP A... 

Some of you may remember a small 
games company called B.Ware Software 
which used to advertise in the pages of 
this magazine. Well, they sold a full-price 
game called PENGUIN which is now 
aval la hie as shareware {with a registra¬ 
tion fee of only #5), If you fancy a break 
from non-stop arcade action. Penguin 
may be of interest to you. 

If my memory serves me righL, B. Ware's 
Penguin was released before Lhe now in¬ 
famous Lemmings. Anyway, whichever of 
the two came first was an influence on 
the second. Hmm. It's always compli¬ 
cated when a game like Lemmings be¬ 
comes so popular. Any successor for pre¬ 
decessor.! becomes a "Lemmings clone". 
So, put simply. Penguin Is similar to 
Lemmings (grin). 

After a nice title screen featuring some 
cute penguins, you are met by the share¬ 
ware message and some very bouncy 
music (which you can toggle on or off). 
Next. is the menu screen: I suggest. you 
begin by decreasing the number of pen¬ 
guins from four to one. One penguin is 
hard enough to begin with! 

The game itself involves moving various 
arrows, bridges and objects around the 
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screen to shepherd your penguins from 
Start lo Finish- There are twenty screens 
to complete with the option of 1-4 pen¬ 
guins on each (Le, 50 levels), 

I found Penguins to be more challenging 
than Lemmings. Just try the first few 
screens and you'll see what I mean! 
Thankfully, you can pause the game with 
FL 

Although Penguin can't match the over¬ 
all Teel" of Lemmings (and what can?) it is 
a good alternative with enough puzzle - 
solving to keep you occupied through 
long winter nights. A challenging game 
for puzzlers and Lemmings freaks) 

SKILL OR LUCK ... 

IN THE CASINO features four 
games on one disk. First Up is a quality 
puzzle game called FLIPPED. It is a tile 
game in which you must flip coloured 
tiles to produce a single colour board. 
There are 100 levels and on each you 
must use different grid shapes to Hip the 
tiles. Sampled sounds add Lo the fun, I 
found Flipped surprisingly addictive. 

Next up is the star of In The Casino. 
POKER DICE is the best computer dice 
game 1 have seen! Right from the start it 
oozes quality with the title screen flying 
at you in the shape of 3D dice. There are 
also some excellent digitized sound 
effects. Poker Dice plays just like normal 
poker but instead of being dealt cards 
you roll dice. The six faces represent 9, 

10, J, Q, K and A. 

This game is fast and friendly to use 
and VERY addictive. I found myself 
trying to beat the computer well Into the 
small hours (the computer plays intelli¬ 
gently), Poker Dice is a wonderful exam¬ 
ple of the power of STOS Basic, 

Next up on the disk is ROULETTE VI -5 
by Ralph H. Davis. This is a simple 
Roulette game with, virtually no character 
whatsoever. The only point worth noting 
about tills game is the addition of a cheat 
mode. If you press the right mouse-but¬ 
ton the number 7 will come up. Each 
successive press returns a multiple of 7. 
Not very honourable buL good tun for 
frustrating your opponent! Pity about the 
game itself. 

The final program on In The Casino is 
COMPUTER YAHTZEE. This is a sian- 
dard version of yahtz.ee with the addition 
of some poorly animated diee, However, I 
did like the option of printing score cards 
- very handy for other versions of this 
popular game. 

Overall, In The Casino offers you an, 
outstanding dice game, a quality puzzle 
game and two average sector fillers, Good 
value for money! It’s worth it for Poker 
Dice alone! 



FOR THOSE LONG 
WINTER NIGHTS... 

If you're looking for a disk which will 
offer you hours of fun throughout the 
winter months ] suggest you take a look 
at SNOWBALL PUN. There are four 
games on the disk: Block 3D, Being, De¬ 
molition Mari and Snowball Flght- 

BLOCK 3D is a good version of the 
mono classic 3D-Tetris. 

However, you d be excused 
for not noticing this game 
because it begins as a small 
graphics demo. Only by 
accessing the options above 
does the game appear. Hike 
this kind of touch! 

In Block 3D, you must 
manoeuvre three-dimen¬ 
sional shapes from an over¬ 
head position into a vertical 
Lunnel. The graphics are 
very colourful with each 
completed level of the tun¬ 
nel represented by a diffe¬ 
rent colour. Sound is virtually non-exis¬ 
tent. The gameplay is controlled via the 
keyboard and takes a while to get used to 
as you must use 15 keys lo move the 
shapes about, A challenging game for all 
fans of Tetris. 

BOING is a commercial-quality platform 
game which can only he described as a 
cross between Bomb Jack and Rubber 
Ball. You must bounce around the 
screen and collect fruit to access the exit. 
There Is a time limit on each level In the 
form of a rising temperature. There are 
bonus levels in which you can gain extra 
lives or scores. 

However; everything is not as easy as it 
seems after you've completed the first 
level, Joining the action from here on arc 
poisonous mushrooms, disappearing 
platforms, indestructible walls, etc. Good 
funf 

DEMOLITION MAN was written by the 
infamous fi-Blt author Clayton Walnum. 

It is a version of Minesweeper, The game- 
play centres around the search for hid¬ 
den bombs within a large grid of tiles. 

You are given clues to the whereabouts of 
these bombs by uncovering numbers 
which, represent the amount of bombs in 
the surrounding area. It's actually quite 
addictive if you give it a chance. However h 


I HATE it when you only have a few tiles 
to go and you. uncover a bomb ... 
Kaboom! 1 guess I’m just a bad loser. 
Another Clayion classic! 

The final game on Snowball Fun and 
indeed for this column is SNOWBALL 
FIGHT, This is a 2-player game in which 
both players must Lhrow snowballs at 
each other In order to reduce the oppo¬ 
nents energy level. You must battle with 
the wind and use the appropriate sized 
Snowballs. 

This is a 16-Bit version of the classic 
Atari 8-Bit PD title of the same name. 
Snowball Fight on the H-Bit is one of my 
favourite 2-player games of all time. The 
ST version has the same gameplay but 
with enhanced graphics and the addition 
of sampled sounds ("Agliir, "Ouch", 

That hurt\ etc,}. If you like 2-player 
games you MUST add Snowball Fight to 
your software collection! 

ROUNDUP RATINGS 

Robots 94% 

Snoutball Furt 91% 

Pacman ST 88% 

In The Casino S6% 
Penguin 83% 


The disfcs.featured in this review are all available from 
the Page 6 ST Library . Check the latest ST Updates or 
phone 0785 213928for further details 


ROUNDUP conducted by Stuart Murray 
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it’s The Addams Family 



Y ou've seen the TV series and the 
film, now play the computer 
game. Yes, the Addams have 
come to the ST and they're In a bit of 
pickle. Your Job is to guide Gomez 
around chez Addams to find Mqrticia, 
Pugsley, Granny. Wednesday and Fes¬ 
ter's stolen memories that have been 
abducted by the evil Abigail Craven and 
{as always!} you are the only one left to 
save them. 

The game is a platform Jump and 
squash things kind of affair that poses 
more than the usual amount of trouhle 
to the player. The action is based around 
the whole Addams estate, the mansion, 
the grounds., crypt and the inside of the 
house itself. The playing area is a huge 
affair that scrolls in four directions. The 
scrolling does tend to be abrupt so you 
soon find yourself hitting some monster 
or oilier that flashes before von as the 
screen snaps from one side to the other. 
Hi is might at first might seem a little 
disconcerting as you die pretty quickly 
once you start but with a couple of mi¬ 
nutes practice you soon learn die posi¬ 
tions and patterns of the monsters. 

The game comes sprinkled with an 
number of useful objects that help you 


Title: 

THE ADDAMS FAMILY 

Publisher: 

The Hit Squad 

Price: 

£9,99 

Reviewer: 

Nicholas Bovington 
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reach your kin folk 
such as extra hearts 
that let you take up 
to 5 hits before 
dying, invincibility 
shields, speed-up 
shoes and a bizarre 
Fezi-copter for that 
extra little pick-me- 
up. Along the way 
there are also other 
"things" (excuse the 
pun!) that prove 
helpful such as Thing 
boxes that give 
advice and secret 
doors and rooms hid¬ 
den in the walls and scenery that are full 
of nice stuff. 

Progression through the game has you 
battling your way through the different 
levels picking up the powerups and hat- 
tling the end of level of baddies without 
which a game such as this wouldn't be 
complete. Once you have the members of 
your family they'll join Lurch in die 
Music Room and help him complete his 
tune and open the secret door to the Evil 
Abigail Craven. For every member of your 
family you rescue you’ll be given a pass¬ 
word that will enable you to start off 
again at the same place with the 
same amount. of energy Lhe next 
time you play. 

Once you die you have the choice 
of continuing or quitting. Con¬ 
tinuing will take you back to the 
main staircase in which you have 
the doors to different rooms around 
the mansion. Quitting will take you 
back ro the title screen. You may 
continue as many times as you like 
but you always sLarL off back aL die 
main staircase. During the game 
restart points are many and often. 
The graphics are above average 
and are cutesy in a comically horrific 
way. All the film’s comic humour is there 
with Gomez and the rest of the family all 
well animated which adds to the game's 
pleasure. The backdrops arc also well 
defined and hide many secrets (if you 
look for them). The sound is, as always 
with Ocean, one of the let downs. It is 


one of their usually hurried affairs that 
seems to have been left to fend for itself 
In the race to get the game out In time for 
the film’s release last summer. It consists 
of the now characteristic hlipping and 
white noise crashes as the main game of 
the Addams theme tune plays incessant¬ 
ly. Not a MC Hammer sampled lune with¬ 
in earshot! 

Playability is, all things said and. done, 
very good on tills game and will have you 
coming back for more time and time 
again. The response of the characters Is 
good although sometimes the back¬ 
ground's response isn't too hot. The in¬ 
clusion or passwords, powerups and infi¬ 
nite continues keeps you hooked as you 
gO' back to get that mad knife wielding 
chef in the kitchen and the tire monster 
in the furnace Just once more. Lastabiitty 
will probably be in the region of about a 
month or two as you try to get that bit 
further with your latest password. The 
repetitiveness of the levels with no ran¬ 
dom clcmen Ls Lo them may after a while 
prove Loo tedious for Lhe hardened game 
player but 1 don’t believe it detracts from 
the testability at all. 

Ail in all this is a very good game that I 
would thoroughly recommend to anyone 
looking for a game to play on the long 
whiter nights ahead. The price is right, 
the playability and testability will see you 
until bedLimc and probably, if you get 
hooked, into the small hours but I 
wouldn't over the top like that, now 
would I? 
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E ven though Nicky rescued his 
grandfather from the wicked 
witch tn Nicky 1, the witch is 
back [I've heard something like that 
before!) 

An evil cloud (what does one of them 
look like?) hangs over the forest and 
Nicky sets out to find out who's behind 
the cloud, the monsters In the forest and 
more importantly who's stolen his toys. 
He’s not alone in his quest for truth and 
toys. His grandfather has given him a 
magic goose of Ostrich size proportions 
that can carry Nicky around, but it can 
wander off If not properly looked after. 
The title screen tn Nicky 2 has a very 
nice bouncy sample track that sets the 
trend for the game, The screen is nicely 
drawn with more than the usual 16 col¬ 
ours on screen at once. After passing Lhe 
title screen and the password protection 
it’s onto the game proper and 6 levels of 
cutesy platform action that scrolls in four 
direction and has plenty of colours. 

Nicky has a limited amount of energy 
which he loses a small amount of each 
time he receives blows or hurts himself 
on obstacles and he dies when he loses 
all of it. Different objects can he picked 
up to aid him on his quest, firecrackers 
to blow up restricting rocks, ultra sound 
whistles, which are the equivalent of 
smart, bombs and destroy all the mons¬ 
ters on the screen, release bonuses and 
magic ladders and keys to open up the 



Title: 

NICKY 2 


Publisher 
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Reviewer: 
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locked doors. 

No game nowadays 
would be complete 
without Its own com¬ 
plement of powerups 
and Nicky 2 is no ex¬ 
ception. Fruit in¬ 
creases monster kill¬ 
ing fire power, logs 
are used for projec¬ 
tiles and building 
bridges, armour for 
invulnerability, medi¬ 
cine chests for energy 
replenishments, 
springs and feathers 
make you jump and fall further, magic 
mirrors transport Nicky Lo caverns full of 
treasure or monsters. You won't know 
until you get there and then it L s either 
enjoy or panic! Last, but not least, the 
goose hides in a glass egg and can be 
ridden quite freely once freed. 

There are hidden passages and ladders 
that have to be discovered If the game is 
to be completed, The passageways are 
covered in destruyable bricks and ladders 
by jumping up to the ceiling or walking 
over them. If you can’t find Lhe EXIT from 
the level you need to find a secret pas¬ 
sage. Once you are out of the level you 
are given a password so that you can 
continue from the start of that level, 

A. nice feature of the game is the fact 
that you can use keys for control as well 
as the Joystick which useful if you 
want accurate movements or you 
arc a left, over from the SpecLrum 
crat 

Graphics are cute, animated, 
smooth and responsive, The sky in 
the background is a rainbow effect 
affair along the lines of Turrlcan and 
Enchanted Lands which scrolls 
nicely and doesn't interfere with the 
game’s background which is well 
drawn and accurate when it comes 
lo making the rocks look like rocks 
and the grass like grass. There are 
over 40 enemies which are well 
drawn and vary from wasps to walk¬ 
ing mushrooms and winged devils to 
ghosts. The animation is good and well 
suited to this cutesy, 

Sound Is better than average thanks to 
a sampled title screen tune Lhat raises 
your expectations, hut this is short lived 
when you start playing the game. The 
sound during the game consists of Sam- 



** not too hard 
to play, but hard 
to master 99 


pled spot effccLs which, although good, 
could have been supported by some chip 
music. It has been the Lhing recently that 
Lhe Continent has been providing superb 
games with excellent sound and 
graphics, tshar I & II and Transantarc- 
tlca to name hut two, but this one from 
France make little use at all of the sound 
potential of the machine and modern 
sound programming techniques, 
Playability is very good and has you 
honked because it isn't loo hard to play 
but hard to master. The goose allows for 
a more arcady game and Lhe overall game 
play is very pleasing and satisfying. This 
should keep any type of gamer satisfied, 
Nicky 2 has the ability to last and last 
by the use of the passwords and the 
cutesy style of play makes it endearing so 
you want to come back for more. The 
secret passages and ladders mean that 
there Is plenty to keep you coming back. 
The last word on the game is that not 
having played Nicky 1 1 can't say how 
good it is'in comparison but it is one to 
watch and if you like this sort of thing 
then 1 suggest that you go out and get 
this one as it's very good. If lacking in the 
sound department. Nice game overall but 
not one to go ape over. 
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ST FLIGHT SIMULATORS 



I ’ve lost count of the number of flight 
Simulators 1'vc used over the years, 
but I think this is the first World 
War II bomber simulator I've met. Mie- 
roproee say the term "crew simulator" is 
more appropriate than "flight simulator" 
to describe R17 Flying Fortress - and 
once you've used it you realise why. 

BI 7 is packaged to Mlcroprose's usual 
high standard, and contains a beautifully 
produced 230 page instruction and back¬ 
ground information manual; a technical 
supplement for the Atari ST, which also 
includes a pull-out keyboard guide; a 
.glossy colour poster showing a cutaway 
drawing of the Boeing B17G, the subject 
of this simulation; and two double sided 
disks holding the software, It runs on 
512K ST(E]'s and up using keyboard/ 
mouse control (Joystick optional), and 
supports two floppy disk drives If you 
have them, It won't run from a hard disk 
though. 

Before trying out B17 I decided Lo get 
into the right mood by watching the video 
of Memphis Belle, This, if you haven’t 
seen It, is the story of the first American 
B17 crew to complete their 25 mission 
tour of duty, and it complements Mlcrop- 
rose's Bl7 perfectly. In the simulation 
you have to emulate Memphis Belle's 
crew, but surviving 25 missions takes 
some doing. You’re the commander, so 
you make all the decisions affecting your 
crew’s survival chances. The longer they 
survive the more skilled they get. as they 
gain in experience. If the crew perforins a 
mission well you can recommend in di¬ 
vidual s for promotions and medals (or 
even yourself if you think you deserve It!}. 


SCANTY CLADDING 

The program autoboots into a well pro¬ 
duced title and credits sequence using 
some excellent graphics - one screen 
shows the scantily clad young lady from 
the packaging, who winks at you hi a 
VERY friendly manner, and another a 
view of a B 17 in the early morning light. 
The musical accompaniment is another 
matter, as for me its burbling arcade- 
game style Is completely at odds with 
those evocative graphics. 

You then choose one of six available 
B 17's to fly, name it, and add suitable 
"nose art". For the uninitiated, this is the 
lurid (and sometimes lewd) artwork 
American bomber crews painted on the 
nose of their aircraft to add a personal¬ 
ised touch. Your aircraft is then display¬ 
ed complete with its new mildly pornog¬ 
raphic nasal cosmetics, and maybe 
saved away on disk for future use. After 
each mission the paintwork gets updated 


with symbols reflecting 
missions completed and 
enemy aircraft shot down. 

it’s wise to train with 
your crew T before you start 
real missions. First stop 
is Lhe briefing room to 
learn about your training 
targets. Lake-off lime, 
time and height at target, 
navigation routes, and 
bomb load. Next you can 
view a scrollable map 
showing routes to and 
from the targets. This 
actually covers the whole 
BL7 operational area - 
from Scarborough in the 
north to Lausanne in the 
south, arid Penzance in 
the west to Prague in the 
east - representing a lot of 
flying time when you real¬ 
ise the BI 7 only cruises 
at about 200 knots. 

Ground detail shown in¬ 
cludes main town s. 
roads, railways, rivers, 
coastlines, and airfields. 

Then you can view short 
reconnaissance Aims of 
the targets to help you 
recognise them from the 
air, which probably isn't 
historically correct as still photos were 
normally used - but let's not quibble. 
Finally, before star Ling the mission you 
can tweak various simulation parameters 
to adjust the difficulty level to match 
your current skills. 

You're then placed In the B17 pilot’s 
seat, with a view T forward through the 
•cockpit window. To see the Instrument 
panel you have to switch screens, which 
is a bit of a pain. But what a panel! 
Realism rules, so there's none of the 
Mickey Mouse instrumentation seen in 
some flight simulators, It covers Lhree 
screens, but the main instruments are in 
the middle so you don’t have too much 
screen switching to do, B17 has ail the 
usual viewing facilities, namely the all- 
around view from the cockpit, external 
aircraft views, chase plane view, and so 

Oil. 

DON’T WANT 
TO BE A PILOT? 

Now for B17's big plus feature. You can 
move from the eockpiL to any other crew 
position and .... take over the crewman's 
job! You’re not just the pilot, you can do 
any Job you like, flying as pilot, co-pilot. 


navigator, bombardier [aka bomb-aimer), 
radio operator, flight engineer, or any of 
the four gunners. 

As you're the aircraft commander you 
can also move crewmen around from one 
job to anoLher. This is especially useful if 
someone gels wounded and It's essential 
their job is still done - the bombardier, 
for instance. Each crewman has unique 
strengths and weaknesses and your 
knowledge of these helps you decide 
who’s best for a given job. You can also 
select someone to administer first aid 
and move him round the aircraft to help 
the injured, who may then recover 
enough to be able to do their Job as 
normal. 

You don’t necessarily HAVE to do any¬ 
thing at all on a mission. If you just 
observe, each man's task, (even yours, as 
pilot) will be performed by the computer, 
although you won’1 get much credit for 
this at the end of the mission. You can 
still visit any part of the aircraft and see 
the action through the eyes of the crew¬ 
man sLaLioned there. There's even a "ffltn 
director" mode whieh automatically takes 
you wherever the most exciting action is. 
You can take over the action any time 
you like - and If things get too hot you 
can switch back to computer control and 
[hopefully] let it sort out the mess you've 
made! 



Issue 64 - New Ain n User 



















FORMATION FLYING 


Getting back to the training mission - 
your Rl 7 is based at Alconbury airfield 
(home territory for me - it's only a few 
miles from where I live!). The first task is 
Lo start the B17‘s engines and taxi ouL to 
the runway, The other two aircraft in 
your flight are taxying ahead of you so be 
careful. It’s easy to run into them with 
dire, albeit spectacular, consequences, 
On.ce they've taken off you can do likew¬ 
ise, but then comes a reaily tricky man¬ 
oeuvre - joining the other two in close 
formation before setting course for your 
target, Again, it's all too easy to collide 
wiLb the other aircraft so skill is needed 
here. 

Then it’s a case of navigating via several 
waypoints to the bomb run, On the way 
the navigator regularly uixlates your cur¬ 
rent position on his map (which you can 
view), hut lie sometimes gets it wrong 
and you end up lost. To find your way 
again you have to obtain a visual position 
fix from ground details, which isn't as 
easy as it sounds. Fail and you'll never 
find the target. 

There are two training Large ts - a bomb¬ 
ing range on the Isle of Sheppey and a 
target convoy In the Thames estuary. 
Once on the bomb run you can take over 
the bombardier's job, which involves cor- 
redly identifying the target and operating 
the Bl7’s famous Worden hombsight- 
When used correctly this steers the plane 
accurately towards the target and tells 
you when to release the bombs, You can 
watch them drop from the plane and, if 
you’ve done your job well, see them ex¬ 
plode on target, 

Now you have to find your way hack to 
Alronbmy again and land in one piece, 
The former isn't too difficult, but the lat¬ 
ter __?'?!t On arriving over the airfield 

the formation will circle, and after 
obtaining landing permission you can 
land. This is the most difficult thing 
you’ll have to learn - as usual l produced 
a whole junkyard full of bent B17's be¬ 
fore I got the hang of it! 


LONG FLIGHTS 

There’s no enemy opposition on these 
training missions, so you’ll have to do an 
operational mission to get some shooting 
practice. These missions range all over 
Europe,. from "milk runs" just across the 
Channel to hair-raising escapades deep 
inside Germany. Targets include docks, 
factories, VI/V2 sites, U-boat bases, and 
even the SS headquarters in Berlin. 

Some take several flying hours to reach, 
so to relieve possible boredom when 
there’s not much happening you can 
accelerate time or even skip parts of the 
flight. 

Once over mainland Europe you can 
expect trouble from enemy fighters, who 
attack you mercilessly. Time to man 
those guns, and if you hiL a fighter it 
spins down towing a huge banner of 
thick smoke behind it - and often you see 
the pilot parachute to safety. If the fight¬ 
ers don’t get you, then the flak gunners 
probably will. The programmers have 
done a great job on the exploding flak 
effects. 1L looks most realistic, and 
doesn't half do some damage! You need 
to be ready lo deal wiLh engine fires, 
interior fires, jammed bomb doors, jam¬ 
med gun turrets, and injured crewmen. 
Engine fires are fearsome - flames erupt 
from the engine nacelle and thick black 
smoke streams out behind the aircraft. 
They can be dealt with remotely - no 
need for heroics like climbing out on the 
wing with a fire extinguisher - but if the 
remote system fails you're in deep trou¬ 
ble as the aircraft could end up losing a 
wing, 

A seriously damaged aircraft can strug¬ 
gle back home, but be prepared to give 
the order to ball out if necessary. Your 
crew may stand a better chance of sur¬ 
vival than in a sea, ditching or crash 
landing. On one flight I lost three engines 
and barely scraped back to the English 
coast whereupon the last engine prompt" 
ly packed up. We all bailed out and 
everyone survived. You can watch the 
crew leaving the aircraft and their para¬ 


chutes opening - yet another of HIT'S 
neat detail I ouches. 

Whatever the mission's outcome there 
Lire excellent graphics screens illustrat¬ 
ing it, whether you've ditched, crash 
landed, parachuted down, been captured 
by the enemy, or "bought the farm". 

These have musical accompaniments 
too, but here the music seems much 
more appropriate than earlier. Then fol¬ 
lowing any promotion and medal awards 
and possible change of crew members, 
you can save Lhe status of your aircraft 
and crew on disk for use in later 
missions. 

Criticisms? Well, nothing’s perfect is it, 
and B17’s main weakness is its sound. 
I’ve already griped about the music, but 
also some of the sound effects are poorly 
handled. For instance the engine sound 
isn't very realistic, and never varies in 
pilch, intensity, or timbre, whatever the 
Lhrotlle setting. Another small niggle is 
that Lhe screen update is a bii slow, mak¬ 
ing the furious air combat action rather 
Jerky at times. 

Microprose are right - B17 Flying For¬ 
tress isn’t Just a fligh t simulator. True, 
its flight simulation aspects ARE excel¬ 
lent, but being able to perform any crew 
function adds a whole new dimension, 
ensuring you stay fully absorbed for 
hours on end. On several occasions I've 
suddenly discovered it's past 1:00am and 
I've been totally immersed in the action 
for about Six hours! There aren't many 
programs around that can hold my 
attention that long these days! B17 is 
undeniably one of Microprose’s best pro¬ 
ducts to date, so if you're Into simula¬ 
tions you'll enjoy this one. Guaranteed, 


B17 FLYING 
FORTRESS 

Microprose 

£ 34.95 

Reviewed by John S Davison 
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ARCADE ACTION 




farad I meanAWESOME!!!) 



A long, long time ago in a 
galaxy just around the 
corner there was a trad¬ 
ing ship Lhat was heading home. 

The crew was getting restless so 
the captain was helped to make 
"the right decision" to take some 
R&K on the nearby star system 
of Octarian by the knife in his 
guts. Things began to calm 
down as they approached said 
star system bur plans for the 
destruction of the system were 
overheard on the radio and 
there is only a short amount of 
time to make it out of the sys¬ 
tem before It is made into interstellar 
dust. Before this happens you intend to 
make enough money to buy the fuel 
necessary to get you out of the OcLarian 
system and have some fun! 

This is Lhe premise of the game Awe¬ 
some which is done by the same people 
who did Shadow of Lhe Beast 1 & II and 
Balllstlx and it shows right from the word 
go. The intro is top notch and although 
silent is very atmospheric and gels you in 
the mood for the game proper, the game 
is in fact a cross between the classic 
game of Asteroids and Elite. It has you 
battling the foe in a revolving fashion like 
Asteroids and avoiding their bullets and 
collecting the money discs that appear 
when they explode, in between the space 
section you'll find yourself in a weapon 
selection screen, where you can select 
which weapons to use. Then it's on again 
Lo the nexl level which COUld be asLcroids 
or more aliens. Once through these it's a 
quick fighL to the death with a space 
dragon in Space Harrier style with it 
coining out of the screen at you. 

Next it’s on to the planet where you 
have to shoot more aliens (where do they 
find all of them?) from above to enable 
you. to land, and then its a manic over¬ 
head race through alien infested corri¬ 
dors in search of the planet station entr¬ 
ance. This is where the strategic game 


— 

Title: 

AWESOME 

Publisher: 

Psygnosis (STORM) 

Price; 

£12.99 

Reviewer: 

Nicholas Bavington 


begins. 

The space stations enable you to sell 
youi cargo for die fuel necessary to get 
you about in the OcLarian system and to 
collect weapons and fuel to battle your 
way out of' the system. First thing to do is 
to accept a contract, if there are any, to 
decide where you have to go and sell your 
cargo. Once you've got this you can then 
sell some or ail of your money discs and 
ctystals to subsidise the stay Hi the 
planet’s hotels until a window is available 
for the Journey to your destination. 
Weapons are available but tend to be 
expensive, but they are 110 L needed for 
ihe first few levels. The decision on how 
much lo spend on the weapons and how 
much to sell will affect where you can go, 
you may not have enough fuel to get to 
your destination or enough money for die 
hotel bill while waiting for your launch 
window so that you will have to abort the 
game and start over again. If you do have 
enough money to get to your destination 
you warp there and begin over again 
going through each of the levels as before 
but diis Lime the graphics are different 
and have their own personalities. 

The graphics for each of the eight worlds 
In the system are different and are, as 
with all Psygnosis games, absolutely bril¬ 
liant. In my opinion are the bcsL by any 
games company apart from the Bitmap 
Brothers. They are atmospheric, detailed, 
flmooLh and beautifully animated and 
make the game worthwhile. The planet 
station graphics range from a dull and 
moody interior to a bright and highly 
detailed system charL with animated 
orbits. The aliens are many and varied 
and make it satisfying to blow them to 
hell. What else is better on a wet Sunday 
afternoon? 


Psygnosis makes a special 
point of getting a game as pol¬ 
ished as possible in all depart¬ 
ments which is what we have 
come to expect from them. 
Sound is no exception and iL 
makes a very nice accompani¬ 
ment to the devastation. It is of 
the normal soundchip variety 
during the game but has that 
Mad Max feeling from those 
megademos in the Public Do¬ 
main, There are lots of thumpy 
bass drums and snappy snares 
and bouncing melodies that 
soon have you listening to them 
unlike oilier games which have them to 
fill the disk and keep the sound chip 
occupied. For example when you get to 
the asteroids level you hear Lhe famous 
thump„ thump of the original that sud¬ 
denly turns inln a kicking tune. A nice 
soundtrackcr tune plays at the end of 
game sequence, as you kneel, broken on. 
the surface of a far off planet. The sound 
is a real bonus in tills game rather than 
an also rao- 

Playability Is absolutely excellent and 
with the mix of arcade and strategic 
games in Lhe one package. This, I believe, 
will appeal lo just about ail gamers and 
give them a well above average game. The 
Elapidae handles very well and the little 
touches such as die glowing fragments 
when the scout ship separates give it 
that extra touch. The aliens arc many 
and as yet 1 haven't seen all of them, 
even after two days playing. They react 
well to your craft and the level of plan¬ 
ning that is required to enable you get 
from planet to planet with enough fuel 
Will have you coming back Lime after time 
to take the other contract to the other 
plane L. 

This is a game that I can see going for 
many weeks perhaps months. It will keep 
you going even afLer lhe first completion, 
the curiosity of taking another path 
through the game should keep you com¬ 
ing back for more. It does me and I ha¬ 
ven't completed it yet, 

This game has all of lhe hallmarks of 
quality and at Its new low price is incre¬ 
dible value for money. This is a game 
that is definitely worth £25 - £30 of any¬ 
one’s money and now that it’s less than 
IS quid you have net excuse whatsoever 
to buy it and see what J am so excited 
about. 
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HAVE YOU GOT YOURS YET? 

THESE GAMES HAVE BEEN WRITTEN FOR YOU 
GIVE THE WRITERS YOUR SUPPORT NOW 


ENIGMATIX! 

A superb new arcade game which will prove a challenge to even 
the mo si seasoned player r Control the bounce of a ball to jump 
onto various platforms and find the exit, picking up points on the 
way . Sounds easy? What if some of the blocks disappear after the 
first bounce? Wiaf if some of the blocks ore uni-directional 
bouncing you back the wav you came? What if some blocks have 
to be used as lifts to reach inaccessible areas? Add to all that 
reverse control on some screens and 32 levels of increasing 
difficulty and you have a game that will challenge you to the limit. 
If you do manage to beat all 32 levels then the fun only just begins 
for there is a level editor to enable you to create whole new games 
of your own. 

DISK ONLY Price £6.95 
EXCLUSIVELY FROM PAGE 6 



★ Smooth horizontal and vertical 
scrolling 

★ Excellent music 

★ One or two players 

it Access to any level already 
completed after every 4 levels 

it Level editor to design your own 
games 


A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY 


PAGE 6 is proud to be 
able to bring you these 
two superb new releases 
for the XL/XE. There are 
still a number of programs 
being released for the XL/ 
XE but we have always 
been extremely selective so 
you can be sure that netv 
programs from PACE 6 
are of the highest stan¬ 
dard. ENIGMATIX is the 
first major program from 
a British programmer for 
some time and we are 
proud to make it avail¬ 
able. 

To order these products 
use the order form en¬ 
closed zuith this issue or 
telephone your order to 
us on 0785 213928 ♦ We 
accept Visa , Master¬ 
Card and Switch 


A BRAND NEW XLVXE ROM CARTRIDGE! 

EXCLUSIVE TO PAGE 6! 


Yes, believe it or not, we have tracked down a brand 
new ROM CARTRIDGE for the XL/XE from Lind a soft 
in Italy who have produced this in conjunction with 
Atari Italy . 


HYPNOTIC LAND Is a version of the massive ST hit 
KLAX - a highly addictive, highly entertaining game that will challenge you to complete the first 
few levels and have you coming back for more - again and againl 

The aim in HYPNOTIC LAND is to redirect mineral elements in the form of coloured balls into the 
corresponding coloured cup at the end of a ramp. To do this you must place arrows on the ramp 
to redirect a bail into an adjacent column. Remember to only put green balls into the green cup 
and so on. ft seems easy but once you have mastered the first level, some despicable monsters 
start to appear to try and steal the balls. You can shoot them with the joystick but don’t forget you 
also have to keep one eye on the ramp! Sometimes special shining extra-balls will appear which 
can go in any cup and give bonus points. 

HYPNOTIC LAND requires skill, concentration and quick reflexes. Can you manage ft? 

Like all the groat classics a simple concept that has provided the foundation for a stunning and 
addictive computer game 

HYPNOTIC LAND is on ROM CARTRIDGE and will run on all XL/XE machines 

A BRAND NEW ROM for £12.95 

















































5 OR MORE 




WITH O 


OUR SPECIAL nn Arl 
OFFER PRICE £,^.ZfO! 


TRIVIAL PURSUIT 




Yes, & ROM CARTRIDGE absolutely free if you order 
from The Accessory Shop that comes to £15 or 
postage). Designers Pencil is a graphics and soi 
programming language that anybody can use to create 
pictures and sound on the Atari - even if you haven't got a 
how to program in Basic / It could give you hours of fun and a 
great sense of achievement when you create something really 
good - and it won't cost you a penny! 

Claim your free copy of DESIGNER \S PENCIL 
when you spend £15 or more on your next order 


FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE 




the InfooDm classic and the adventure game that changed the way 
ail future adventures were-written. The Great Underground Empire 
of Zork is well documented by now and thousands of players have 
become addicts graduating to infoeom's more difficult adventures, 
Zork 1 is the Ideal introductory level adventure for beginners or 
those with a little experience, if you have never ventured under¬ 
ground before now is the time to try. it's never been cheaper to 
expand your universe! Classic original Infocom packaging with 
excellent manual and a map. 


CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 


MAXWELLS DEMON 

Cttttok otft the review in Issue 49, Paul Rlxpft found fils 
simple ganrw to be Quito ecldtottve and at Mils price can 
you anord not to became addicted I its a differed type 
of game , more In the Tetris mould than bo a rcade game, I 
h eure makes you think and the price won't break. you If 
tftillv 1 1 " 


you don't get fully 

DISK ONLY 


m 


The most famous board game of all time on your Atari! 
Trivial Pursuit on your Atari takes on a new dimension - 
not only are there questions to answer but graphical 
puzzles to solve and tunes to guess, sometimes played 
backwards! Over 3,000 questions makes Trivial Pursuit the 
ultimate quiz experience for family and friends 

DISK ONLY 

A SURER PRICE - JUST £2.951 

THE TAIL OF BETA LYRAE 

Our A-7 of software says "The ultimate Scramble clone 
with superb graphics and music. This humdinger of s 
horizontally scrolling shoot 'em up was written by Phillip 
Price with music by Gary Gilbertson. They later went on to 
write the Alternate Reality games*. One of the few original 
classics, right up there with the top arcade games of all 
time. Give you eyes, your ears and your reactions an 
unforgettable treat! 

ON DISK JUST £1.95! 

ON CASSETTE ONLY 95p! 


£9.95 


ClAL JUST £1.95 


MR 


B0T& HIS ROBOT FACTORY 

most famous of platform games that has you 
over fire, running over breadmills and bombs, 
ladders, sliding down poles and mere with 
.. ./eat graphics. Master all 22 screens if you can 
men create your own for neverendireg fun. This la 
all about. 


whpf piL. 

DISK 

ONLY 


Recommended price 
£9.95 on disk 

'ECfAL JUST £1.95 




One of the all Mm* classics for the Atari, Zb town get new 
standards whan first issued end was copied many 
times. Pitot your craft acroae the unique 3 dimensional 
battlefield situating enemy fuel tanks, anti-aircraft tanks 
and missiles before launching off through space for the 
ultimate conflict with g mighty robot - few have got this 
fart Zaxxon, often copied, never bettered and NEVER at 
Mils Incredibly low price! 


CASSETTE 
ONLY £9.95 on cassette 

SUPER SPECIAL JUST £2.95 











































